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How To Write 



Orders 



BOB SERGEANT 



The fundamental thing to remember when 
writing your orders is that you want the GM 
to carry them out the way you intend for 
them to be made, the orders should be 
written so that the GM does not have to 
perform guess-work to decide what you 
intend. Let's take an example of well- 
written orders and see what can help the 
GM: 



1980PQ (1) Sucker's Game (2) 
France ( 3) 
Fall 190l' (4) 

A(5) Spain(6) -(7) Portugal.(8) 

F Mid-Atlantic Ocean - Spain (-sc) (9) 

A Burgundy S ENGLISH(IO) A Yorkshire - Belgium( 11 ) 

Bob Sergeant (12) 

December 12, 1981(13) 

Press - Paris to Worldj Hi. (14) 



(1) This is called the Boardman Number. 
Many GM's sort the incoming players' moves 
by this number, it is required by nearly 
all GMs and failure to use it may result ' 
in your orders being mis- filed or thrown 
out as not being in compliance with the 
HouseRules. While it may be clear to you 
that you are playing France in the "new 
game you just started", it nay not be 
clear to the GM. 



(2) This i s called a House Name. GM ? s 
which use them often accept them instead 
of the Boa: dman Number $ but it is never 
recommende to submit orders without the 
EN. If yo\ wish to use the House Name, 



do so, but always use it in conjunction 
with" the Boardman Number, 

(3) Always include the name of your 
country. While this may not seem imp or*, 
tant early, the GM does not always remem- 
ber who you are, particularly if he carries 
a large number of games, or what country 
you are playing if the location of your 
units is not a clue. 



(4) Always include the game Season and 
Year, It lets the GM know that he has 
the set of orders intended for the cur- 



rent season, and not an old set. 

(5) Label your unit* as A (army) or F 
(fleet). Many GMs will disallow your 
orders if you have not labeled your units 
or have labeled them incorrectly. One of 
the banes of a player's patience is an 
opponent's unit which changes from F to A 
and vice versa, without the OAs notice. 
It is useless to trap an army in Albania 
and find the GM has allowed a fleet Albania 
to retreat to the Ionian Sea. 

(6) Although the GM will abbreviate when 
he reports your moves, in the interests of 
saving space it i« not reco nan ended that you 
do so when you are submitting orders. You 
do not have to save space and in the 
process of abbreviating most errors occur. 
A simple transposition of F Bla and you 
are trying to order F Bal» A OA would 
allow F Balck Sea, but not F Bal . And the 
ambiguity of F Nor is to be avoided,, Why 
argue with the 04 that the move can have 
only one meaning, when you can write what 
you mean to start with, 

(7) Some abbreviating is permissable in 
the well-written order, A dash (-) stands 
for to, or moves to. S means supports; 

C means convoys. 

(8) Always write the destination out 
fully, too. 

(9) Always specify the coast when you are 
moving to a double- coasted province,. Some- 
times it is unnecessary but if you get in 
the habit of always specifying the coast, 
you will always be covered. If you are 
leaving a double-coasted province, be sure 
you list the correct coast. GMs differ 
considerably on how they rule when you 
don't list the coast or list it incorrectly, 
so to be covered, check your last issue of 
the game for the correct coast, 

(10) Allan Calhamer has recently said that 
he did not intend that the nationality of a 
foreign unit need be specified for a valid 
order, GMs are still mixed on how they 
rule when the foreign nationality is not 
specified. To be sure your move is made 

as intended, specify that you are supporting 
or convoying an English, or Italian,, or 
whatever, Army or Fleet, It helps the OA 
to adjudicate with a minimum of errors, and 



an error- free game is what we all would 
like. 

(11) Specify the location and destination 
of the foreign unit, just as you would your 
own units. Supporting the "English array to 
Belgium" is usually held as an invalid order. 
And remember, your writing a support in this 
manner does not bind the English army to 
move like that* England must also make the 
order, and he can make another move instead. 

(12) In your orders this should be your 
signature. It is a GMs proof that you 
submitted the orders, and not someone else 
who happens to have a typewriter like yours. 

(13) Always date your orders. That way, 
if you need to change your orders a GM can 
tell which set you want to replace which. 
Don't rely on postal cancellation, since 
it Is often illegible,, Don't rely on de- 
livery date, since moves mailed days apart 
can arrive on the same day. And it is not 
the GMs job to keep trr~-k of receipt dates , 
it is yours to make cl» ■ which set of 
orders is your final stev. 

(14) If you write press, set it off by 
labeling it such. Don't make a GM guess 
whether your comment is pr*ss or an aside 
note to him, not for publication. 

Also while it may be musing to write f 
orders like; A Burgundy sneers at the Ger- 
man invader, some CMs do not allow units 
ordered so to receive support in holding. 
The best way of telling hov each GM rules 
and remembering that, is to avoid the 
problem. 

Proper attention should also be paid 
to whether you have listed your units 
correctly. Always check with the last 
adjudication after you have written your 
orders to be sure you have your units 
located correctly. Also double-check with 
the game board to be sure your moves are 
possible. Some people write their moves 
relying on their memory as to whether 
moves are possible, but remember, your 
memory can play tricks. 

With attention to the way you. write 
your orders, hassles with the GM can be 
avoided, and you can concentrate your 
attention to the hassles with the other 
players. 



On S Nov<wab«r 1980 postal Diploic/ 

157BU ended in ADAG and with it ended 
an era. The Hoyeaber issue of AD AG C # * 7 *) 
1b which the fame concluded, is the last 
issue- ©f ADAG , Hal Naus f AD AG * s publish- 
editor and g&mesaa^t^tg in calling it 
quits' after 14 years of continuous service 
t© the postal Dlpioaecy wtl& 9 

*4any, if not most of you # have never 
hm.ri ©f H*l Haus or 3ee» A cop/ ©f his 
z-uie, ABAG (short for A Dr&it A Gauche) # 
but in hl$ own way hi ki had a i&ajor 
effect ®n the hcoby since he started pub* 
lishing in the %mmer of 1966, In hit 14 
years* of monthly publication of AD AG he 
gajsesaaatered 44 regular g&mes of postal 
Diplomacy iron start to finish* In mddJU 
tion, ha picked up 29 orphan#d games and 
ran them to completion* Thin is % total 
of 73 regular postal Diplomcy games. Only 
•John Boardatan has published longer and 
g&mesa&stered more regular postal Diplo- 
macy games from start to finish and no 
mie (including Board&an) has nmn as many 
gases to completion as Hal Naus. Hal has 
performed & valuable service to the postal 
Diplomacy hobby and has been & stabilising 
influence on a very volatile hobby. 

I first set Hal Haus in the sinter of 
196? in National City^ California (a sub- 
urb of Sin Diego), I had known him by 
■mil ever aince I received a complimentary 
copy ©£ ADAG #1 a year earlier. However, 
I una surprised by what I discovered. Mai 
was not jour typical high school or college 
^g® Diplomacy player. He was (and is) a 
middle age, h®avy set a blue collar 
worker of very modest means , He was not 
interested in making ADAG the mil pop- 
ular zine in the hobby or using it as a 
•vehicle to show off his writing talent. 
He just wanted ADAG to be a nice friendly 
place to play a game of postal Diplomacy-™ 
nothing more and nothing less, 

Hal was introduced to Diplomacy and the 



postal hobby in 1965 through a group of 
bridge playing friends « He quickly became 
a CQBipetent player »nd Soon started a fine # 
A Droit A Gauche (French for '.'to the right, 
to the left" — a statement of his snobby 
neutrality), He was pari: of the San Diego 
publishing crowd (Rod Walker, Larry Pe^ry, 
and Conrad von Metxke) , but while the others 
showed off their- literary skills and delved 
into hobby politics^ Hal gaaesaastered. 
Hal also was- most generous, in picking up 
some games orphaned by other gamesffl&sters. 
Rarely did he »?er receive my financial 
rewrd for these good deeds* In fact, he 
mis often very lax about keeping track of 
subscriptions &nd more often than not five 
dollars got one a life- time sub to ADAG, 
For stand-by players it was even cheaper. 
Back in 1967 I told Hal I would play in 
any stand -by position he had and for 
years after I played free as a replace- 
ment player in ADAG. Edl Birsan did tha 
same thing w:\d all of this free practice 
paid off years later when lie became the 
only player to ever win two DIPLOMACY 
WORLD demonstration games. 

*X saw Hal Naus again in 1971 at the 
San Diego DipCon and later in 1974 during 
another visit. He had hazily changed, 
although ssuch had changed around him. He 
hmd moved to nearby Chula Vista, his wife 
had d i * d ^ and his children were now teen- 
agers, but Hal wast still the sa*ae, He 
talked about games, events mid people we 
both knew from years before. To Hal it 
was all as if -it had bean just yesterday. 

I think that Ma! would still be pub- 
lishing today except that in 1978 he did 
change. He *«tet a woman , they fell in 
love^ and were later married* Hal decided 
to end hi a postal Diplomacy career that 
was to span three decades. He started no 
sore new games tf but games mastered his 

(Continued on page 30) 
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Computerized Diplomacy 



DAVID DYER 

I'll begin with an unequi vocal asser- 
tion v A computer program to actually play 
Diplomacy is a very difficult task; an ad- 
equate program is far beyond the current 
state of the art, However, the art won't 
be advanced by mere nay- saying. 

For the convenience of this discussion, 
I'll divide the process of playing Diplo- 
macy into three interdependent &tes$ $ in 
order of increasing difficulty for a. com- 
puter: tactics^ strategy and negotiation. 
Also keep in mind that I am speaking meta- 
phorically when I use phrases like "ask 
the program, , , v? and "the program says. 0 . ,f . 
The actual process is not at all like 
talking with C3P0. 

TACTICS is the easiest: "If I move 
from a to b with support from c # the unit 
in b will be dislodged unless supported or 
my support is cut. 11 Human players are 
easily confused when the analysis gets 
complex, but computers are not confused by 
complexity, only slowed down, A correctly 
written program will invariably give the 
correct answer to any tactical question. 
The trick is to get to the point where the 
computer is asking itself relevant questions. 
Adjudication programs, such as the one I 
isent i one d in OW.25, are a necessary pre- 
cursor to a tactically competent program. 
At the present time 9 any computer program 
that wins any game does it on che basis of 
tactical superiority, 

STRATEGY takes over when the situation 
becomes too complex for an exact tactical 
solution. Strategy is the art of finding 
approximate solutions to real problems by 
inexact methods « The key vords in this - 
are art and inexact. Computers cannot be 
inexact and do not engender art of any 
other conceptual processes, Computers 



do not develop strategies # they learn them, 
or rather are taught by programmers * Solo 

Dipjomacjr in DW26 was an attempt to deTfne 
a strategy for winning Diplomacy. It's 

not a bad attempt at a e *me against the 
world" way of playing. It could even be 
extended to consider alliances. But the 
further you stray form tactical consid- 
erations 4i the less effective any programed 
strategy or mix of strategies will be, 

NEGOTIATION is the real sticking 
point, A program that could negotiate 
in the usual sense is far, far beyond 
anything that has ever been done. Such 
a program could probably also pass the 
Turing test*. Negotiation insplies 
understanding A trust, mistrust, self- 
interest and therefore self awareness. 

So what can be done? First, a tacti- 
cally competent program is trivial in 
concept p if somewhat tedious to imple- 
ment , and of very limited usefulness. 
Consider that, each of the 22 original 
pieces has (about) 5 possible valid 
orders, so there are about 3x1Qf17 
different first moves in Diplomacy. 
Any attempt at brute force tactical 
analysis is doomed. 

Second, a strategically sophisti- 
cated program is a reasonable goal. A 
lot of strategy along the lines suggested 
in Solo ^igljJJ^iX could be coded. It 
wouTa r T>e'~wise to try to include all of 
the concepts of Diplomacy. A good first 
cut would be to include all to the con- 
cepts in Mark Berch's Lexicon of Digj.o~ 
2£?X** ^ n T *^ e P^S r *™-. ,< ^niiT™wbulT involve 
a great deal of wrk 4 but slight result in 
a somewhat acceptable player. 

Finally, for negotiation, we sake a 
deep cut in our expectations . The first 



problem is language,, Computer J^jjjJ^JJ 4 ^ 
Placers in 0W21 suggesFedtHaT negotiations 
Tbe' carried out by means of symbols, I 
think that this is the right idea, I 
propose that the natural symbols for ne- 
gotiation are the moves themselves , maps 
and supply center charts. That is, that 
players negotiate by exchanging proposed 
sets of moves, with no accompanying text.. 
This would be very cumbersome for the 
human players, but intelligible to the 
computer* A very few additional symbols 
would make things easier, like » question 
mark, an "agreed" and & "denied**. Negoti- 
ation proposals could be fragmentary rather 
than complete sets of orders. 

This would be a mechanical basis for 
negotiations, but the important questions 
of what to negotiate about, who to trust, 
jand when to stab remain « From the view- 
point of formal game theory, essentially 
nothing is known about these* 



*The classic test proposed to answer the 
question "can this machine think" or "is 
this machine intelligent", In the test, 
an examiner questions two concealed :re« 
3pon dents, one of which is a computer. 
If the examiner cannot reliably deter™ 
mine which is the human, the machine is 
deemed to have passed the test, 

**The Lexicon of D^lomac^ is available 
from Ma^Yetth^Ti^lW^Tor Piace s Alex- 
andria, VA 223A4) for $1.25. 



((David Oyer is the resident expert for 
computers for the pages of DW« 1 spoke 
with Dave and from time to time he will 
be contributing articles (and possibly 
answering questions) on the use of the 
computer in the Diplomacy hobby „ How 
about "Helgoland Byte" as the title fox 
his col man? 

While I was speaking with Dave we 
talked about all of the possiblities for 
Diplomacy play if we all had a home com- 
puter and a telephone interface. Hope- 
fully he will be able to compile this in- 
to an article, 1 found the possibilities 
intriguing, saaybe yon will also, JHJ) ) 



UNORTHODOX OPENINGS, #2 



Lapland Lurch: 



Fn in "in * 
5trsc-rm 



mm BE RGB 

"We can leave out of tons! deration any move 
for the in or them fleet except that to Gulf 
of Bothnia; the aiove to Finland* . *acheives 
nothing the normal snove does not." 

-Richard Sharp, "The Game of Diploasacy" 

"F StP(sc)-Bot is the only reasonable open in 
for that unit," 

-Rod Walker, "The Gamers Guide to 
Diplon&cy" 



Wmngl Similar language spears in 
nearly all articles on Russia Openings • Bu 
opening ©eves exhibit tremendous variety and 
the "correct" opening depends on a myriad of 
circumstances. The word "always", with one 
exception (A Con-Bui), simply does not belon 
in these discussions, Those who think 
otherwise have blinders en. 

The? re btb three types of reasons /circum 
stances for which F StP($c)~Fin is actually 
the better aove • psychologically, tactically 
mtd strsitegicly. Each will be discussed in 
turn. 



The psycholoy : ca] L reason is the only 
tme I have ever seen in print ©r heard men- 
tioned* It is also the weakest. Here, you 
are confident of taking Swe in Fall 1901 # so 
the path does not iaatter» By going via Fin- 
land you show that you trust /our German Ally 
jmd haven* t &ny designs on Baltic at all - 
because you are so confident of taking Sw@$en 9 
This approach has soj&e obvious drawbacks* How 
sure can you be of such things in Winter 1900? 
Also, while you are trying to say, !f See how 1 
trust your* the German player may hear^ "I'll 
do anything to please! If you say it, I Ml 
believe it, and that'll settle it! I'm a 
sucker! 7 ' This ploy has a decent chance of 
sucess with a novice German, poor chances 
with an intermediate, and none whatsoever 
with an experienced player, I do not reco®- 
nend your telling the German player that you 
will open this way for this reason* it 
may only tempt F Kie-Den , 

The second reason is tactical 9 That 
is 3 F Fin can do $ ossse t hi ng*"tK at F Bot can't. 
If you think the circumstance will occur, 
or just want to be prepared in case it 
mighty then Fin is your place. 

Suppose you anticipate F Den«Swe 4 
A Yor/Edi-Nwy in Fall 1901. E/G are at 
least loosely allied and will be hitting 
F in Spring 1902, You anticipate, then, 
Swe going to Germany, and StP going to 
England. You may then expect Spring 1902 
to see A Nwy-Fin and F Den~Swe. F Bot can 
smly block one of these t but F Fin can block 
them both, since a 'standoff in Sweden will 
foil A Nwy-Fin. 

Actually^ the situation isn't that simple, 
Germany could foil you by doing F Den H # 
letting you slip into Swe 4 in which case it 
didn't Batter whether you were in Finland or 
Bothnia, -But Germany might not %*mnt to show 
such restraint , And England might not relish 
the thought of F Sweden retreating to Ska in 
Autumn 1902, Anyway # with F Finland you have 
*n<? option, with F Bothnia* you don*t, 

Finland could foe covered with a laiit 
fcj;;ilt in StP, However, you might not be able 
to build there (preferring to cover StP with 
A iMos) or you alight want to build F StP(nc) 
which can't guard Finland, But even if you 
do build A StP (or F StPsc), unless you" re 
billing to give up Sweden altogether and do 
F Both- Fin; A StP-Fin, doing A StP -Fin {pins 
F Berth ~S we.} rinks A Nwy~StP. By contrast $ 



A StP-Fin, F Fin~Swe will leave StP open 
only if Germany lets you move into Sweden, 
which ateans that you will at least have some 
compensation (Sweden] should you lose StP. 

In raamary, if you think Hng/Ger will 
want to do A Nwy-Fin,, F Den~Swe in Spring 
1902 ~ a reasonable mid ordinary expression 
of an E/G alliance* then Finland is the 
best place to throw the iron key wrench into. 

The third and potentially aost important 
reason is Xr T 3lS£}°' You've been denied 
Sweden in Till 19uT, you are likely to view 
this as a very beligerant act, done by a 
Germany intent on war* While this is some- 
times the case, it frequently is not, Ger- 
many may be doing this as a favor to England, 
•who may be concerned about losing Norway in 
Spring 1902 and thus is hesitant about 
allying with Germany again&t France, Or 
perhaps it's a favor to Austria or Turkey* 
Or possibly Germany just doesn't want Russia 
to grow quite so fast. This is particularly 
true if Russia enters Bl& # Gal or even StP 
in Spring 1901, Germany finds the idea of 
three Russian builds in Winter 1201 intoler- 
able. Or Germany may wish to signal to 
Russia that he is :aot to be taken for granted, 
At this stage it me.y be that neither party 
really wants war, 

The problem is, with F Bot hovering 
over the very sensitive Baltic Sea, Germany 
may be unwilling to take any chances. Per- 
haps F SCie will be built. You naturally 
urge him to war with Bn gland. While Gersoany 
my be interested, F Kie-Hel/Kol will likely 
be viewed as too risky with F Bot* F Fin 
makes it Buch easier. Thus, by reducing 
the agressive potential of your fleet, you 
make it easier for Germany to turn west , and 
make him less dependent on England as an ally. 
If you fe-al you will want this low profile 
after a Fall 1901 clash, plan for it with 
F Stpsc-Fin, 

Please do not misunderstand* I m not 
saying that f Fin is always the best way to 
go - for two reasons * The first is that 
in most cases,, F StPsc-Both is correct a 1 
used it aayself in the present 0W Demo game, 
If you fftel that, as of Winter 1900, Cterraany 
has not mude tsp his mind on Sweden, th^n 
F Bot-Bal is a powerful threat * and may well 
tip the balance* And second, there are cases 
when F StPsc-Fin is not correct t but neither 
is F StPsc-Bot I ! ! 



UNORTHODOX r jP THINGS , #3 



The Livonian Lunacy: 
F StPsc-Lvn 



That*$ r? ght , I said F StPsc-Lvn. Madness; 
you say? Perhaps, perhaps not. 

The situation here is that you are 
virtually eer aln that Germany will stand you 
out of Sweden Ideally, you also think that 
Gsrmny will ot do A Ber-Kie (perhaps A Ber~ 
511), though ' hxs is not essential . 

In the u aal situation, F Bot and F Den 
«ye each ©the nervously after Spring ,1901, 
You cmi do on of two things fl You can go 
for Sweden an vay, hoping for the best. But 
if he does F $n~Swe # you've allowed Germany 
the double us of his fleet ~ for taking 
Denmark and s anding you out of Sweden, Or 
you could do Bot -Bal, That's terrible for 
Germany, but, unless Germany has serious 
problems elsevher* (unlikely if Germany is 
both a good player &ndg as above, virtually 
ce rt ain to go to S we Jen ) i t p rah &b 1 y won ' t 
get you a supply center. The usual course 
is to threaten to go to Bal, either in Fall 
190.1 if firm promises are not tendered tf or 
Spring 1902 if the standoff does occur, 'The 
problem is that the Spring 1902 move is 
easily blocked if a new fleet is raised, and 
the Fall 1901 threat is just not too 
credible. The move is rarely done, From 
Germany's point of view it * s not realistic 
to do F Den-Baltic. F Bot -S we is too tempting 



a choice for most Russians to pass up a he 
says to himself, And if F Den -Bal succeeds, 
1 lose Den md Russia gets Sweden, So the 
odds are high that Germany will ignore the 
Fall 1901 Baltic threat, .and will be prepared 
for it in Spring 1902, 

But Livonia changes all of that. If you 
tell Germany that you will move F Liv-Bal, he 
will "pretty much have to believe you, What 
else could you have had in itaind? Unlike 
F Both 9 there is no ether tempting choice* 
If your move is blocked, then again Sweden 
Is open. If it isn ? t blocked, then you are 
in Bal, much the same as the F Bot -Bal sit- 
uation. The fun begins if he ssoves to the 
Baltic and you don't. Then he 9 1 not gained 
Denmark and if you went back to Both, German 
F Bal sa ay be out of the picture, Sweden-wise, 
as he still needs to take Denmark, This 
move is particularly effective If you can 
couple it with A Mos-StP-Fin in 1901. Any- 
way, 'the point is that if you want to use the 
Fall 1901 Baltic threat as & way to keep 
Germany out of Sweden, then F Liv-Bal is mxch 
more believable than F Bot-Bal, 

Alternatively, yon can do it t© be the 
first to do it (or at least say you are the 
first to do it). You' 5 11 certainly mke the 
CM f s headline a lot. easier to write ! 




C E KtLT L E S 
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SEOX (Houserule) LINSEY 

Variety is the spice @f postal Dip lo- 

ftsacy, There are perhaps as sany different 
ways of gasnesmastering as there aire fties^ 
asters. This diversity, in ay opinion, is 
surely one of the prine attractions of the 
hobby. In a sense, each Q4 is a shopkeeper j 
the players are the * hoppers, A Diplomacy 
player need not choose blindly from aaong 
the &any gatt&saasters available, How doss 
a £M "exhibit Ms wares- 1 to potential play* 
ers? What' is his official, public state* 
■ent as to exactly horn he will run his gaaes? 
The answer, of course, is his hou seniles, 
^iouse rules are an important and valuable 
tradition in postal Diplomacy* The Rul abook , 
accurate though it aay be on »st points, 
still leaves roost for a world of variety in 
£he play of the g&tte especially the 
Postal Gane, which presents literally dbsens 
of situations not touched ypon in the ?ul8;$ a 
It is the opinion <af this writer that there 
are ^any different affects on the game that 
can be credited to vasi at ions aremg con- 
trasting sets of houserules, smd this 
article will attest t© examine in depth 
several of these effects. 

It is interesting to note that the 
influence m play fee to house roles can be 



encnwus in some cashes (e.g. the length of 
the deadline interval) , and #xtrenely min- 
ute in others (such as the ruling on Pandin* « 
Paradox, & situation which has never 
occurred)* 1 will start by exaSTrTnig a 
few eases where the ho use rules are likely 
to 'drastically affect the game, and then 
aove to sone less wwnsequential examples. 

first , let us look at m very important 
houserule;; the frequency of deadlines . 
According to the Rulebook, orders are due 
once every fifteen minutes* The U.S. Pos- 
tal Service would indeed ba stiraculous if 
it permitted postal Diplomacy to adhere to 
this schedule, wouldn't it? Most GMs pre- 
fer to run their games at four §*e#k inter- 
val $♦ It is my contention that the diff- 
erence in deadline intervals could ~« mud 
probably would ~~ lead to 4»noraously diff- 
erent playing styles in the ^assies* In fact, 
this exaaple is a good me because the very 
alliance structures tfould likely be affected 

S 'oppose in fhe two-week ga&e you have 
reached 1908 with an 11 center Turkey to 
your ally's 16 center Russia, with the se- 
ssairaing 7 centers div* led aaaong three coun- 
tries* tfill you alio ^ .\ to win and four- 
self settle for second ^tl&ce, If this is 
his request? Or will you Hake an attenpt 
to ©rganixe the rest of the board into an 
eleven th~hour alliance end i^y to stop him? 
In the two week game, you may sieil be 
better off taking second place* Unless 
you have a large phone Midget, it will be 
next to impossible to plan the intricate 
details of each season 1 s shoves necessary to 
stop the Russian froa his win. Two weeks 
just isn't enough tia« for delicate nego- 
tiations like this, inhere the slightest 
screwxp invites disaster* It:- at often you 
wmlti -trnke the best of a b&d jsb, m^d 
settle for second place* 

The four imt>k la entirely 

different Matter^ however* Under this 
kniemkj you have aap* a tine to errarige 
*nd con fin the fine tactical points of 
your diplomatic ccup. In this circimst&nce, 
if the remaining small powers still have an 
interest in the game's outcome p it will be 
&uch easier to do the negotiation necessary 
to thwart Russia's winding bid*. Therefore 
this option becomes stuch saore attractive to 
$econd~place Turkey, «nd is nso:r« likely to 
be pursued. 



The end game is not the only phase of 
the game affected by the length of the dead- 
line interval* The whole game is influenced 
by it* Suppose you, as Russia now, wish 
to open F Sev-Bia without antagonizing Tut«- 
key. In two weeks, you my not be able 
to get his permission — but given four 
weeks , there will be wore time for you to 
persuade him to allow the *sove 6 There is 
time to argue back and forth, dream up a 
good excuse, or what -have- you . If you are 
& competent Russia # the probability of 
Turkish retaliation decreases substantially 
as the deadline interval imd therefore, 
your time for negotiation) increases. The 
frequency of da&dlines is perhaps the most 
influential of all houserule on t.h© course 
of the game* 

Now I will t%k® m look at another 
house rule *#hich can affect a g&^e tremens 
douslys the allowance or dis&llow&nc® of 
bl&ek press * Generally, pres.* is m aedita 
for in sal ting, threatening, entertaining, 
coaxing mid other ferns of persuasion* 
Hack press, for the uninitiated, is simply 
press "signed" by a player other than tbM 
..me who actually submitted it* And if 
black press is permitted, then a release 
along the Hues of ''Austria to O&immyt 1 
■mm going to ATTACK youi" has far less 
credibility than it would in a non-black 
press if I fm Germany and you are 

Austria, and that bit of press appears in 
our game report; you'd better hmve m good 
explanation fox it «« ml ess the GM* * 
house rules permit black press, in which 
case 1^11 probably k@ep observing our 
agreement to leave Tyrol la and Bohemia 
vacant* The difference in the course o£ 
the game due to different house -rules 
concerning press is probably ciaar it 
cm be altered drastically. 

§iere*s another ax&mpie involving black 
pr©ss* In my line-* The Voice of Doom, the 
house rules allow only^AprTT^Foo^F^lack 
press. In other words # I permit black press 
only on the first deadline following April I 
each year. Further, although the hou seniles 
clearly state this, the players are mt s as 
a rule, reminded before April,, The effects 
could then become very interesting. If Ger- 
raany is * player in many other tinm $ tanaware 
of this special rule because ha is overex- 
tended; then Russia might see his chance md 



write something like the above example: 
"Austria to Germany: I am going to attack 
youl". Austria, thinking that Germany is 
mware of the "April Fool's" rule, doesn't 
bother to disown the press release ~~ and as 
a result Germany attacks him I Unlikely? 
Perhaps. But this is just one ©ore example 
of a possible variation in the game's 
strategy due to house rules , 

Gloving to still another situation, 
let us consider two common systems of com- 
bining seasons .in North American lines* 
5©2»e GMs combine only the retreats with 
other season -« the winter builds, and re- 
movals are always clone separately* This 
results in what is often called a three 
season game year (a ai*sn©mer° All Diplomacy 
games have five season years consisting of 
spring moves, summer retreats, fall moves, 
autumn r«atre&ts and winter adjustments). 
Anyway, there are other sines which use the 
so-called "two season g&ae year" ; winter is 
(usual ly v at least) combined with the 
ipring moves* The "two season g&nae year 5 * 
isakes the game go faster but it also necess- 
itates many more conditional orders by the 
players — orders like ff if France builds 
A Par do \k\ if he builds A Mar or F Bre 
do *B% all other cases do *C'.' f Suppose 
than that you are England, and you'd like 
to attack France but th» board situation 
is such that you mist build F Lon to do so 
, effectively, an act of war by your previous 
: agreements , Suppose further that France is 

the type of player who writes you one post 
i card per month, and presumably sands in 
orders in the me careless manner (such a 
nincompoop ought t© be stabbed anyway, but 
I degress * . ») a What do you do? 

In the two season game, the build will 
be executed at the same deadline the 
subsequent spring &oves« True, your French 
victim could "see" the attack coming if he 
carefully devises a set of conditional 
orders, but you know he probably won't 
both©r s In other words fi he MIGHT order 
"if England builds F Lon do J A*, otherwise 
do ' B ' , M » * « but you know he's too laxy t 
Proceed then with the attack the house~ 
rule is in your favor and ha won't be able 
to ratal i a t e tm t i 1 th e f al 1 . 

In the three seAson g&me, however, 'he 
will see that you have built -F Lon before 
he sends in his spring aoves, His response 



to your stab will come one crucial season 
earlier. Then, perhaps, you will want to 
reconsider your strategy and postpone the 
attack. 

The above examples all illustrate sit- 
uations where a particular hou senile is 
likely to have a profound effect on the 
game. Now I'd like to move on to some 
houserules which can produce only an 
occasional, or less noticeable, effect, 

Let f s discuss that notorious Rulebook 
contradiction! the unwanted convoy, I 
shall cite an example which has been pub- 
lished often. You are England, firmly 
allied with Rusmia against France, You 
have F Nth, Russia has F Nwy and F Ska. 
France has A Bel and A Ruh, You have 
learned from a reliable source that France 
intends to move A Bel -Hoi, A Ruh S A Bel- 
Hoi this season. For whatever strategic 
reasons , you wish to foil the French move 
at all costs and take Holland yourself* If 
you are familiar with this example , then you 
already know that you can order F Nth C 
FRENCH A Bel-Hoi and ask Russia to dislodge 
your fleet. Therefore the convoy is dis- 
rupted and the French move fails -» plus 
you reserve the right to retreat to Hoi! 
Well, some GMs will permit this strategy, 
citing the "dislodged convoy" rule; but 
other GMs would ignore the English order 
and let the French take Holland because, 
according to the Rulebook, an any may 
move to an adjacent province if unopposed, 
A good set of houserules will cover the 
situation one way or the other. How are 
you, the English player, affected? Suppose 
the houserules give precedence to the n di- 
lodged convoy" rule. Then your -optimal 
move is to order the convoy as above and 
ask Russia to dislodge your fleet. Follow 
this with a retreat into Holland, On the 
other hand, if the houserules you are 
playing under give precedence to the con- 
flicting rule (an army may make its move if 
unopposed); then # remembering that you goal 
is to get Hoi, your best move is F Nth-Hoi, 
and hope France misses his moves. 

Some GMs, including myself, permit the 
players to impersonate the GM, Thus it is 
a legitimate diplomatic ploy to write a re- 
adjudication for a Voice of Doom game, sign 
it "BRUX Linsey", and "VencTit to another 
player, hoping he'll screw up his next set 
of orders. 



In contrast, there are some GMs who ex- 
pressly forbid this, Gat caught, and you're 
out of the game! Certainly, the different 
rulings on this point would have varying 
effects on the strategy employed by a 
player who is clever enough to try such a 
ploy. 

One more example will suffice before I 
conclude this discussion. Let ae dig up one 
of my more obscure houserules, Houserule 
1X1,8 states in part that "•••an incorrect 
Coast will disqualify an order." Therefore 
F Bar-StPsc does not succeed. How can this 
possibly affect the play of the game? Sup- 
pose you ♦ re England again (well, I can't 
help it, let'* say that I have an English 
fixation) and you've promised Germany that 
you'll take StP, and promised Russia that 
you won' t. Under the houserule given, you 
could intentionally ids write the order as 
"F Bar-Stpsc" if you choose to keep your 
promise to Russia. You would point out to 
the Russian exactly what you are going to 
do, citing the houserule which will cause 
the move to fail; but you would plead care- 
lessness in an after- the- fact letter to 
Germany, saying that it was an honest mis- 
take on your" part. Under different house- 
rules, the move might succeed, and in order 
to avoid taking StP while »till placating 
Germany you'd have to dream up something 
else — perhaps F Ifcar-Sevnc? 

So, it must be observed that house- 
rules affect the game of postal Diplomacy 
in all sorts of way a, some gigantic and 
some tiny* I hope 3l haven't conveyed a 
negative connotation in saying so; in fact 
I feet that the variations created by diff- 
erent nets of houserules are an extremely 
valuable asset. There are those who would 
have standardized set* of houserules for 
all games -» to the in I say "phooey"! The 
way things are now, each player can shop 
around, using the various sets of house- 
rules as a guide to the GMs * techniques, 
and make informed selections in finding a 
game to suit his tastes , Indeed, the really 
good player will study the houserules for 
the xine he is playing in, familiarize 
himself with them, and use them to his ad- 
vantage. I for one am very intrigued by 
the wide scope of games thus offered to the 
potential players. This is what gives the 
postal hobby much of its character and 
attraction. 





GM: ERIC VERH.E IDEN 
COMMENTARY : DON DITTER 



SPRING 1902 



AUS Scott Marley F Tri-Vcn, A Vie S A Bud e A Bud H, fi Ser-Bul(ret Gre ff OTB ) . 
ENG Bernard S mpson F Lon-Eng, F Nth S A Nwy , A Nwy H, F MAO- Gas . 
FRA Robert Se geant A Par-Pic, A Spa-Gas a A Ere S A Spa-Gas, F Mar- Spas c, 

F Por S F Mar-Spas c. 

dR Lee Kendtcr Sr. F Kie-Hel, F Den S F Kie-Hel, A Ber-Kie, A Mun-31 1, A Hoi H, A Bel H. 
ITA Hal Normal A Vcn«-Tri , A Tun-Alb, F Ion C A Tun-Alb, F Nap-Apu. 

RUS Mark Beret. A Swe-Fin , A StP-Fin, A War-Si 1, A Gal -Bud , A Rum S TURKISH A Bul-Ser, 
F Sev S A Rum. 

TUR Peter Reese A Bul-Ser, A Con-Bui , F Ank-Con, F Smy-Aeg, 



SPRING 1902 

This season makes the alliance picture 
much clearer, Germany is allied with France 
against England. G/R have a non-agression 
agreement, the bounce in Sii was certainly 
agreed to by both players. Neither want a 
two front war. Given a hostile Russian, the 
Englishman ^ms a guess in the Morth; A Nwy- 
Fin or A Nwy S RUS A StP-Fin, instead he does 
nothing and hands Nwy over to the Russian, 
In the South, I/A cannot get together* Italy 
must be fairly certain that he has a Russian 
ally, or the attack on Austria is suicidal. 
The Austrian moves have been horrendous from 
the start and this season is no exception, 
he seems content to roll over and play dead, 
As a result R/T has gained Ser and freed its 
F Ank for Mediterranean action, 



FALL 1902 

After his non-guess in the Spring, the 
English convoy back to Britain is a wise 
move. The unit will be a real defensive 
asset there and he can hope that the Russian 
will give him help versus Germany* The North 
Sea will fall in Spring 1903, but England can 
still be around for quite a while with good 
defensive play and a bit of luck. In the 
East, Austria's wish has been grant ed- -he 1 s 
a goner,, Isn't the East looking £amr*-*r to 
the last Demo game? One wonders if I/R can 
pull it off this time* I doubt it. The 
Turk is in excellent position and his alli- 
ance with Russia has been too smooth. More 
likely we'll have a classic East vs , West 
confrontation: G/F vs . R/T, with E , I and 
A caught in the middle. The Russian has cer- 
tainly dominated the first two game years , 
positional ly and diplomat ically , 



FALL 1 902 

AUG A Vie S A Bud; A Bud S A Vie,; F fflUVen/annih/ » Aj^-^/ aj^ih/ , 

ENG F Eng S F Nth; F Nth C A Nwy-Yorj " X1(wy-Yor; F ^H/d/ret NAG Irs Wes NAf 0TB , 

FRA F Por~MAO; F Spasc S F Por-MAO; A Gas S A Bre; A Pie S A Bre; A Bre sXpic. 

GER F Hel-Nth; F Den S F He 1 -N't hi A Kie S F D«n; A Hoi S A Bel ; A Bel H; A Mun-Sil. 

ITA A Ven-Tri; A Alb S A Ven-Tri; F Apu-Adr; F Ion S A Alb, 

RUS A StP-Nwy; F Swe S A StP-Nwy; A War-Sil; A Gal-Bud ; A Rum-Ser; F Sev-Rum. 

TOR A Ser-Gre; F Aeg S A Ser-Gre; A Bui S RUS A Rum-Swr; F Con S A Bui. 



Supply Chart: 

Vie Bud Jft . .2. • ..even 
Home ftf/..,.3.,.«-l 
Hotne Spa For, «, ,5. . .even 
Home Bel Hoi Den* • «6, • .even 
Home Tun TRI . , .5. . .+1 
Home Swe Rum NWY SER. • .8. < .+2 
Home Bui GRE 3 „ .5. . . +X 



WINTER 1902 

The Austrian player drops - an indicati 
of his level of interest and probably the 
extent of his diplomatic efforts. The 
Russian has been very coy in avoiding a two- 
front war, yet making gains on both fronts. 
The build in StF(nc) must concern F/G. 
Sooner or later the R/G non-agression will 
end. The build of A Ven leaves Italy very 
vulnerable in the Ion, if Turkey can get 
a fleet in Greece, Italy is betting every- 
thing on his Russian alliance. 



WINTER 1902 

England retreats F MAO to Wes, Removes F Wes 

Italy builds A Ven. 

Russia builds F StPnc^S A M>s. 

Turkey builds F Smy* 



SPRING 1903 

AUS A Vie S A Bud; A f pi 3 A Vie/annih/, 

HNG F .fing S F_Nth ; JLJliG^^ Nwg Ska OTB. A Yor-Lvp. 

FRA F.. MAO -Eng; EJ3£ascjJ&<), A^SS^iS^l 6JlSzSSS.l A Bre H, 

GER F Hel-Nth; F Ben S F Hel-Nth; A Kie 5 F~D«n; A Hoi S A Bel; A Bel H; A Mun-Ber. 
ITA A Tri S RUS A Ser-Bud; A Aib-Gre; F Ion S A Alb-Gre; A Ven~A2b; F Adr C A Yen-Alb. 
RUS F StPnc-Bar; A Nvry H; F Swe H ; A Sex- Bud; A Gal S A Swr~Bud; A War S A Gal; A Mos-Ukr; 
F Run H, 

TUR F Con-Aeg; A Gre-Swe; A Bui S A Gre~5er; F Aeg-Gre* F Sny-Eas. 



® 



SPRING 1903 

Notice that G/R did not bounce in Sil, 
no doubt a Russian request because he had 
other ideas for A War, If R/I are allied, the 
Fail season should tell it 0 R/I can take md 
hold Ser and Gre, reducing the Turk to 4 0 
(re: F lon-Aeg; A Alb-Ser (S) by A Tri § A Bud; 
F Rum-Bulec) In the West England loses Nth 
and moves into defensive position, F/G will 
certainly 11 c gain a thing in 1903 and poss- 
ibly nothing in 1904 9 if England can. outguess 
them, 

Italy i; in trouble, If Russia were 
going to stat 'Turkey this would have been 
the turn to * ) it. The three Turkish fleets 



are now bearing clown on the Ion and there's 
no way the Italian can hold Ser and Tri in 
1904 without losing Ion, The move of an 
army to Rum is very strong and should 
virtually guarantee that R/T can roll over 
Italy very quickly, F/G mxst be getting 
very concerned at this point, I/R could 
still ally, but given the game thus far, 
I don't believe it will happen the R/T 
alliance is tco powerful and they have been 
working too well together. In the West, 
France prepares for his assault on England 
in 1904. The German ttoves are curious, I 
guess he was afraid of England dislodging 
his F Nth as it could retreat to Lon« Ger- 
many will be very interested to see where 
the Russian builds in the Winter - he must 
be on guard to a land blitz* 



FALL 1903 

AOS A JjLt H /d/ re t_Tyro # Boh^OTB . 

ENG FToT-Ntju "Lpl-Yor, F Eng-Lon. 

FRA F MAO-NAO, : Spasc«M*0, A Gas~Spa # A Bre H, A Pic H* 

GER A Hol-Edi, F Nth C A hol-Edi, f' Den S F Nth, A Bel H, A Kie S F Den, A Ber H. 

ITA A Alb-Ser, A Tri S A Alb-Ser, Ajg^ r Bul /d/ret Alb A OTB a F Ion S TUR F Eas-Aeg, F Adr S F Ion. 

RUS F Bar-Nwg, A Nwy H s F Swe H, A "'Gal -Vie, A* Bud S ~A Gal -Vie*, A War-Gal ^ A Ukr-Rum, F Rum-Sav 

TUR F Aeg-Gre, A Bui S F Aeg-Gre, Qj^-Alb . Im^hl * F Con-Aeg, F, E as -Ion. 

Supply Chart : 

Aus: fU* W4. . .0...out 

Eng : Home . P , 3, a .even 

Fra : Home Sp a Por^.S.^e van 

Ger: Home Be J Hoi Den. . , 6 . 4 t even 

Ita: Home Tun Tri SER. ..6...+1 

Rus: Home Nwy Swe Rum VIE BUD..,9. # ,+1 

Tur : Home Bui C re tt . , 5 . « . + 1 



WINTER 1903 WINTER 1003 

The Russian continues to play it coy » 
by building his army where it can go to any Italy retreats A Gre to Alb, Builds f Nap 

£ Ton t 9 No 1 as e m t a go n i z i n g «n y one un t i 1 you Rus sia builds A Mb $ , 

are ready to attack — right? There is still Turkey builds A Con . 
some probability the Russian will ally with 
Italy less than 10 percent , X*d say. 
Rus s i a is i n th e. envi ab 1 e posit i 0 n of bei n g 
ab 1 e to cho o 5 e al 1 i e s a Trie que sti on. s are; 
Do you agree with ^y prediction of R/T? 
Can England hold out against F/G/R in 1904? 
Will G/R come to blows? If so, when? These 
questions and others should be answered next 
issue. 



i 



A BRIif HIS TO R f Of 
VARIANTS 



F8ED C, DAVIS § M. 



There have b#e& Diplmocy variants 
alMst fro» the beginning of the hobby* 
Strictly speaking, *ny ga«e in which the 
Rulabook is not followed to the letter if 
a variant, such as & gaee permitting unit* 
to »¥• din^tly between Spain and N@rth 
Africa, or permitting the ?, Ccastai Crawl." 
There hmve been provisions for play with 
less than seven players in the back of the 
Eul©book ever iltice 1961, although these 
suggestion* were not originally called 
variants, Eetween 1963 and 1967$ mny 
people played the 5 -man md 6-aen gaaes 
listed in the Rulehook, and io«e postal 
gmmm» wore started* 

The first deliberately designed Dip* 
legacy variant was Youngs town, This 
created by several mvmh®r% of the Youngs- 
town University Diplomacy Club in the nil* • 
eo s s (Jack Tucker, John Koning, John S*sythe # 
et.el,) • They frequently had store than 
seven players present at their weekly FTF 
gastes» They created a 10«mn gawe by 
adding ©astern and toy them extensions to 
the Regular board and establishing India, 
China and J span as additional Great Powers* 

Rod Walker saw the original board on 
& ¥isit to Youngs torn, When he returned 
lwm 9 he created an improved Tersisn, called 
Youngs torn 11 $ md printed it in his line 



ia early 29*1, ¥V 11 wi« the firet variaai 
to make use of boxes to effectuate long* 
distance and around- the- world garments by 
fleets. D^spltw its flaws (a weak Russia; 
stale«ate«) e Youngs town hag been played the 
most of all postal variants. One reason 
mmy be its eowperitive simplicity* Several 
other people have mA* efforts to break the 
stalemate lines and otherwise issprove this 
variant, 'The saost eonon version played in 
Africa la ¥V iV, by Andy Phi Hips , e#hich 
clarified and slightly lap roved the Walker 
version. In the U.K, # Richard Kaikerdine' a 
1972 version, known mil YV VI, ia the one 
usually played, (Thero are four minor 
differences between IV and VI *£ which 
the aost important is that F f s in Smt rmy 
convoy in VI). In Younistown VXO, Dick 
Vedder added th« rest of Africa, and added 
Transvaal, to make it m ll-pUyer get*, 
Walker completed the globe by adding the 
Anericas in a 12-Power veition culled 
Youngstovn XII in 1978. 

Other earlier variants included 
several Middle Earth versions, based on th» 
Toklien tirilogy 0 The first non-Rulebook 
postal variant nver piiayed was Middle 
Earth II, designed by \Don Mi 1 1 er of tfhe$t$n e 
m. This was first published Im 19*9, Don * 
was the GM for this gane, which I believe 
um eventually designated I965k& 9 

The ^^est ion of how t@ designate thase 
gmm for Postal purposes arcs* early, since 
it was almost froa the b* tinning that. Bom^d- 
man nu abers were suitabl* . nly for Regular 
gaaes, Don Miller c tue up with the concept 
of using lower case letters fallowing a 
"8oardman-typ^ J designator, to identify 
@ach Postal variant by its typ# e He began 
with the letter "a" for the first postal 
variant, which m% a gane of "3 * 3 B Tur». 



k®y oaitted" (a Um and vent down 

the line in order o£ receipt in£csrmiiti@a 
on tha aaaei. Since his own Middl® Earth 
1 1 was the fifth variant design to fc# 
played postal ly, that was given the ia»i|- 
rtiator *V\ Thus, the ©Idest designs b&ve 
on If a slngla letter designator, or a two- 
iettar designate? starting with "a M « Tha 
mvt vacant designs baar two~l«tter desig* 
natora in which tha first Utter is "h", 
"i", or It should be mud that this 

lettering #y*tew refers to the order in . 
ftrtsich tha Custodian has the gam called to 
his attention, ®o it sb%s not necessarily 
reflect tha #&aet tinier in ^hich the pos* 
tal gmm% began ■ Tha nwbars issued for 
variant gaaes ®v* call ad Miller Nu»bers in 
honor of thair inventor, Unfortunately, 
mo Millar N©s, are isi^#d for gams that 
have neves* bean played by aaH„ althou^t 
in a few cates a designator was given to 
a gaae whicl navar got off tha ground* 

m*n Miller b«c&ise the first Millar 
Nutiber Custodian* He bald tha post frail 
1965 to 1971 . He thm turned it over to 
law !>ulsiph< t 9 . who bagan issuing munhers 
beginning with I972Abu, It should bm 
noted <that t/iare s#»s no attempt to classify 
tha variants by c&t*?gory» Back in the days 
whm there wsre lets than SO known variants 
and saybe $nly 200 people in the entire 
■postal hobby , such a thing was tonne cessary« 
Whenever a Miliar N'Jtber Custodian ww\d ha 
was unabla to continue, he would pass tha 
job on to another person,. In nast cases* 
this ©^change was mada j^oothly* Law 
turned tha Custodianship over to Conrad 
von Metzka, who ipr^ad tha concept of tha 
Millar Nwabers to Europe hf issuing desig- 
nators to several British and Continental 
ganaa* Ha also started tha custom ®£ having 
Assistant MNC*s for overseas areas. 

'^ny of tha early variants, except £m 
thm Tolkien ones, had concentrated on 
special rulas, such is the creation of 
special pieces (a.g* Double Amies) or %m 
types o£ »v®s (a.g. Spain-*North Africa), 
playod without alteration to the Regular 
board, &r with only superficial changes to 
the Mp, I think that there was a general 
reluctance, prior to 196$, to alter the 
Board as gi«r«n by Galhaaer, a^c&pt along 
the edges, 

tha Tolkien variants my Mm hmn 



mlf a fad * tha ire seem to be wry few of 
the« being played currently ~ but their 
importance is that they emitted variant 
designers to break out of the confines ©£ 
a map of Europe 9 to construct a variant 
design anywhere in the wrld, or even out 
of it* There were ss&e food Tolkien de« 
signs, and a owe, like Nor dor Vs« the World, 
with a gigantic ^fcrdor surrounded by nor~ 
mml Powers, which were badly unbalanced . 
As tiae went an, Best players caiae to 
realise that pluy baianee was usually mm 
important timt historical accuracy, just - 
m 9 in tha Regular flam, it ! s important 
that England and Turkey a tart out at equal 
strength, although this is historical 
nonsense « 



® 



I amm into ilia hobby just as Rod 
Walker ^aa starting a series of ^I^erialiiffif' 
gaswa in Ms zbvBM i.n 1563* Ho4 had used 
the title, »I^eH&lis§a*% for all tha 
warga»es ha h&d inv^fit^d since high school 
days, so the early titles had nothing to 
do with Diplomacy*, However, with Imparl al- 
ls* VII and V1I-R, ha crested sone of tha 
m$t well-designed md elaborat® Dip var- 
iants which had ever bean seen, Th^^e 
designs featured ^noracsus maps ®f Europe 
snd environs, with ^sich Power beginning 
with 7 units md 7 Home 5C 9 i s There ware 
*lso special Convoy rul^n. Thase ^aittes 
were too large to have baen played FTF 
^less they could have hmn left standing 
for weeks. Howaver, they aat a high stand- 
ard for all future designers, fty position 
m Italy in Irapcrialigm Vtl-R (1^6atM) 
was my introduction to variant gaming a 

^hen I -int. down to s& tudy the R«^ular 
|« g I fmw two fUws ml^st immediately* 
One was that several of. the provinces i#a^a 
badly shaped, either fros * historical 
viewpoint, or from the point of where tha 
shape would wouldn't pemit a pi^ca to 
$e>ve. H^is incl'&Ied tha historical vio« 
lations c@?.ia«d by tha prohibition against 
^ving to places 1 tka Ireland ?ind Sicily, 
^hich were integral parts of the ILK. and 
l f *iy# respectively, tt that time, Th,e 
®th®r flaw lay in tha convoy rul*s, which 
I fait were inad^j»ta md too restrictive^ 
I had expo rased iow of my whappinesi 
; with the Pagular bo&rd in my first Dlplo- 




mftcy article^ which was printed in Don 
Miller 1 s DiriOMA.NI A. Rod Walker encour- 
aged me to go ahead with my concepts* as 
he interested in bringing out a 
series of variant designs a These came 
out under the "Aberration'* heading, which 
sse&nt nothing except that they were con- 
sidered experimental. They were all pub- 
lished in his ZOTHIQUE in 1969, "Aberration 
X" was the teat gasae for what became 
Abstraction* I played in it to get a 
better feel , while Rod was the GM* "Aber- 
-i3.tion II" used the same map but different 
rules. Other gases in this series featured 
Rod's designs. 

After "Ab I" ended (I won) , some 
additional changes were made, and, in order 
to maintain the "Ab" nomenclature,, X dubbed 
it Abstraction, This game introduced ay 
main contribution to the variant sub-hobby; 
namely, the piggyback convoy ruie 8 which 
permits fleets to carry armies around the 
board at a faster pace, in what &r« cabled 
Array/ Fleets* Without A/F's # designs fea- 



turing a great deal of water, such as Ac I an« 
tica or the global variants, would have been 
impossible* _ Abstraction was first published 
in its final form in Don Tumbull's ALBION 
in 1970, (Turnbull introduced both Regular 
and variant Diplomacy to Britain) • ALBION 
had a fairly large North American circula- 
tion in those days t so it r&ceivgd good 
publicity on both sides of the pond* 

Abstraction tried to roach a middle 
ground betwe€;n the small number of units 
and SC*s in the Regular gaae # and the very 
large number in such designs as Imperialism 
VII -R, while simultaneously improving the 
T-aap in several areas*. My solution was to 
give every ordinary Power 8 provinces and 
4 Home SCs. Russia received W and 
Austria was given one additional ordinary 
province for defensive purposes. The en- 
tire south shore of the Mediterranean vnas 
included, as it ought to be in any scenario 
featuring all of Europe* The wild wove 
from Norway to St # Pete was eliminated* 
The design also inadvertently eliminated 



® 



most of the stalemate lines , although I 
had not been consciously seeking that 

remedy, 

I'd like to think of Abstraction as & 
milestone in the variant sub hobby* It's 
one of the few designs which continues to 
be played after so many years, and it was 
selected by Richard Sharp in his book, 
The Game ofDi^tomACs^ as "perhaps the only 
variant ^uxITi^prSv^s upon the original „" 
Since its introduction, the A/F Convoy 
rules have been adopted by many other de- 
signers, sometimes with additional refine- 
ments* I've also used it in all of my ' 
other designs except United States Diplo- 
macy # which is the only one of the "Davis" 
variants where naval units are not extremely 
important* 

Diplomacy variants can be divided into 
three general classes* These ares l a Games 
using the Regular board ^ but different 
rulas; 2. Games using new scenarios , but 
the regular rules; 3 9 Games using both new 
or expanded maps and changes in the rules « 
Most of the earliest variants fell into 
either the first o£ second class , but most 
of the modern designs are in the third 
class • 

Among the different scenarios are de- 
signs which merely expand the map o£ Europe; 
designs which use entirely different areas , 
such as England, ■ No rht America, or the Ro- 
man Empire; global ■ variants; and designs 
based on interstellar space. Designs can 
also be classified as falling into Class- 
ical, Medieval, Napoleonic, 13th Century, 
20th Century, and Future Time Periods* 
'There are also variants ailoting economic 
values to every province, with associated 
treasuries used for construction of new 
units, maintenance of current forces, 
lend/ lease, and bribery s Other rules give 
special characteristics to certain units 
such as aircraft , submarines, Double armies^ 
cnits moving at double-. speed, and units 
1 ea d by Herges or W 1 xa rd 3 » At I as t c ount 
there were about 55 G knd wn Diplomacy variants 
While most of them continue to have between 
7 and 9 Great Powers, some have as many as 
15. One, using the Regular boards can be 
played with either 11 people with 3 units 
eachj 17 with two, or 34 with one apiece. 



When I got ready to start publishing 
at the end of 1971. I made a list of the 
people who were then publishing tints , A 
partial list of publishers carrying var- 
iant games in their game sines includes the 
following: Joseph Antosiak, ANSCHLUS ; John 
Boyer, IMPASSABLE i Steve Cartier Q)m 
Alderson), WILD *H WOOLYj Mike g Betsy 
Chiiders, LAP lit A; Andy Phillips, SHAFT; 
John Piggott, ETHIL THE „FR0G*; Lw Pulsi- 
pher, BLOOD % IRON; Don Turnhull, ALB I OH* ; 
Payton Turpin, THEPM0POLAE; Conrad von 
Metzke, COSTAGUANA; fed Walker, EREHWON 
and ZQTHIQUE ; Mark WeUaark, MARCUS ; and 
Charles Wells, LONELY -CUNT AIM, (* •* 
British publisher}. As of 1930 ^ Turnbull 
is the only one of the.se people still pub- 
lishing a gamezine CC01TOER] fl 

However, several of the variant de- 
signers from the earlier days &£ the 
pasta! hobby are still around. The most 
brilliant designer is probably law Pulsi- 
pher* He is also the most prolific, with 
over 30 designs listed in* the North Ameri- 
can Variant Bank Catalog* Lew has publish^ 
ed a book of some of his better designs, 
^^L2I!S£LJ^B^ s ^ Variants . Lew was 
cranTcingbut JesT^TTn 1765, .and is still 
going strong, 

Don Miller was the leading designer 
of the early days. He invented Hyper- 
economic Diplomacy, which is probably the 
most complex variant ever designed* He was 
most helpful to me when I was a novice , 
Because of eye trouble, Don is no longer 
active in Diplomacy, but he still publishes 
a war gaming zine about once a year, along 
with some science fiction fanzines* 

Dick Vedder designed many games based 
on historical themes from the Classical 
world. His tour de force was to design, 
three different variants from the days of 
the Roman Empire which can all be played 
on the same board f Diadochi, Triumvirate, 
Iraperator] , 1 understand that he still 
f o 1 1 o w s t he h ob by fro m h i s post in Ar i zo na * 

Martin Janta-Polczynski of Belgium is 
the leading designer in continental Europe, 
Martin is an engineer and some of his games, 
whic are quite complex, reflect his tech- 
nical and mathematical training. One of 
his designs, Pseudo -Classical Dip^ was 
vo t ed the bes t de s i gn of 1978 . Martin c ame 
up with the Rule Module concept, under 



which certain rules can be '-packaged 61 by 
themselves , for the use with almost my 
Diplomacy scenario. 

According to the Variant Sank cata- 
log, I am the third 'most prolific designer^ 
after Miller, and Rod Walker is right be- 
hind me. Another designer of many gaxaas 
(albeit seme are tongue-in-cheek is Greg 
Costikyan of New York*) 

Conrad von Met ike did not design many 
original games , but he published many, and 
sometimes he made alterations in Ot ha r de- 
signs. The work he did in organizing the 
variants in an orderly "manner in his "Var- 
iant Number" project served to help those 
h'ho came after him in reclassifying variants,. 
He and Walker frequently worked together* 
Conrad became a father and got his law 
degree, and has dropped out of the hobby 
for about the 6th time. However, ©very 
time he dropped out he eventually came back § 
so don't discount the possibility that he 
m.y pop up again someday* 

* * * 

On© interesting thing about the 
variant hobby has been the complete coop* 
eration of Diplomacy * s inventor, Allan 
Calhamer, and the owners of the copyright, 
in permitting this craziness to go on* 
Strictly speaking, any variant design 
which incorporates the rules of Diplomacy 
into its rules and/or uses any part of the 
original map for its board is violating 
that copyright, From a legalistic view- 
point, the only way to overcome this is to 
go the route followed by the publishers of 
the commercial game, Machiavelli, in which 
all of the Diplomacy rules and moves are 
rewritten in different language* Anyone 
who has played Diplomacy will recognize 
that Machiavei 1 i is a variant , but by re- 
phrasing everything, they hay© been able 
to produce a product which can be sold for 
for a profit, 

Fortunately, most of us are not in- 
terested in profits, so we have not had to 
go beyond incorporating by reference ail 
parts of the Diplomacy Rule book not other- 
wise amended by our variant designs. This 
saves a tremendous amount of work* When 
Diplomacy was owned by Games Research, Inc, a 
I was in communication with its President, 
John Moot on the subject of variants. He 



recognized that the postal hobby served a 
useful purpose by creating interest in the 
game, and thereby increasing sales. Follow- 
ing the same line of reasoning, he was not 
adverse to the publication of variants. 
This attitude has been continued by Aval on 
Hill, which bought the gsj&e from GRI in 
1976, 

kt one point, I was corresponding with 
John Hoot about the possibility of including 
a "variant package*' in every Diplomacy set* 
The idea had originated with suggestions 
from Jeff Key and Lew Pulsipher that GRI 
publish a separata Tolkien y&ri&nt a My 
suggestion was to include conference maps 
and rules for about three of the simpler 
variants. I had suggested Abstraction for 
one, as a basic conservative design; a 
Tolkien variant for another, since these 
were then so popular; with the third to 
be chosen from a completely different 
scenario, I think that" if GRI had con- 
tinued to produce Diplomacy, something of 
this sort would have c-venti ally occurred. 

There is a pirated edj tion of Diplo- 
macy called H 1914*% which "is being sold in 
a Portuguese translation i Brazil. This 
is actually a variant, in hat Italy starts 
out with F Rome, and North Africa is a SC. 
This actually improves the game, in that 
Italy is no longer a weak ister, and I 
have suggested on occasion that players 
may enjoy playing the u Bra ilian Variant" 
in FFF games * 

Incidentally, the French translation 
of the rules used in the production of the 
officially licensed Common Market version 
of Diplomacy contain an error, which makes 
ail games played by those rules variants* 
This error is a statement which says that 
a unit cannot support another unit into a 
third province unless the units are adja- 
cent. Fortunately, French postal players 
are aware of the error, and have issued 
house rules to correct it. 



* «■ * 

The concept of having a universal variant 
bank # which would contain copies of al 1 ^ known 
variants, was conceived by Dick Vedder in 
1969, Prior to that time, the Miller No. 
Custodians had received copies of new var- 



iants as publishers submitted them in order 
to obtain numbers for new postal games, but 
they did not have copies of other designs 
unless they had collected them on their own. 
In addition, there was nothing in the mC 
list of responsibilities which required 
them to offer these games for sale, 

Dick Vedder spent several years gathering 
up all the variants he could find. Rod 
Walker's collection forced the base of the 
North American Variant Bank, with other Var 
variant buffs furnishing whatever they had. 
Old zines were also combed for forgotten 
designs. By the time Dick had finished 
cataloguing everything and was ready to sell 
copies' of the games to all coders , he found 
that he was running out of sufficient time to 
properly maintain the bank. Therefore, he 
turned over the bank to Dan Gallagher of 
Alexandria, Virginia,, about 1974, Dm 
began publishing a newsletter, which was 
a combination of a catalog listing what 
designs he had in Ms files, and their 
prices, plus other news pertaining to the 
formulation and operation of the bank, 
There was a constant appeal to variant 
designers and publishers to be sure to 
send copies of their designs to the Bank. 
In late 1975 , after publishing three issues, 
the press of other activities caused Dan to 
turn the Bank over to Dave Kadlecek of San 
Jose, California. 

Variant Banks had &Xs© been established 
by Hartley Patterson in England and Walter 
iuc Haas in Switzerland, sometime before 1975. 
I have been receiving Haas* sine, BUMM, 
since February 1975 v , and 1 know that he had 
already set up his Central European Variant 
Bank before than, The CEVB contained both 
feglish and German language rules for some 
of the games. Michael Liesnard also estab- 
lished a VB in Beigiuo, vhlih featured 
original European designs, plus French 
translations of several of the American and 
British variants. There was a considerable 
exchange of photocopies of mny variant 'rales 
md mips between the severs! variant banks 
during this period, 

To the best of my knowledge, Btirt 
Labelle, who followed Von Metzke as MNC f 

did not have his own variant, bank. Robert 
.Sacks 0 who succeeded him around December 
1974 1 4nd held the MIC post for 4h years, 



probably had a large personal collection 
of variants, as he showed considerable 
knowledge of many of them when the re- 
classification issue arose. Sacks became 
very interested in the operation and co- 
ordination of the world's variant banks, 
Robert was wearing two hats, one as M\C 0 
and a second as Chairman of the Diplomacy 
Variant Commission, which had been founded 
originally as a Committee of th© IDA, to 
oversee variant activities* After a falling 
out between Sacks and the IDA Council, the 
DVC became an independent organization. 
It wasn't always clear to neutral observers 
as to when Sacks was speaking as HNC, and 
when he was speaking as the head of the 
DVC, but in my event, Robert believed that 
this combination of posts game hiss the right 
to direct roost of the activities within the 
variant sub -hobby, (1 was a meiitber of the 
DVC for a short period, but uost of the 
leaders of the variant hobby who were not 
personal aqu&intances of Sacks dropped out 
of that organization when it became clear 
that he wished to rati everything his own 
way. Thus, the DVC never reached the 
status of being representative of the 
entire hobby,) 

Sacks sought to coordinate the 
activities of the world's Variant Bank 
Custodians,, The original concept of most 
of the Custodians was that they would 
simply work as equals with Robert Sacks 9 
the NNC, and the Assistant MNC's who had 
been ^pointed for the U.K. and Europe, 
However, Sacks demanded absolute control 
over the Variant Bank Custodians* He also 
tried to force mother person into the slot 
of U,K, Variant Bank Custodian, The others 
•were not prepared to .give the MNfC such con- 
trol over th^ir operations. The end result 
was & coarplete break between the MNC and 
the V*B, : Custodians* This was imfortunate 
for the hobby , but absolutely necessary 
from the point of view of the Variant 
Bunks , which nust retain their independence 
if they are to ope rate. properly. 

Meanwhile, I had been casually 
picking up variants out of the DipZines 
along the way, starting with Scott ice 
Script! s & 7 m 8 -player gaae based on the 
Irish and Scots kingdoms in the Middle 
Age s , S i tt(p ly hy 3 av i n g s Imo s t e ve ry de - 



^i$n which came mf w&y from 196!Mm 9 1 
found that I had ahout the third @r fourth 
largest variant collection in the bofcby. 
In .1977, D&ye IC&dlecek b^gmin to fade out 
as Custodian of th* North American Variant 
Bawik. He ceased issuing any publication* 
and failed to mswt some correspondence,- 
I set up «ay files in a more orderly «nnw 
md cheated the M©fth American Variant 
Bank * East, in order to have a backup 
bank available should the original bank 
fail, 

Eventually, after a shake period of 
<.i&n* a ymr when there was some genuine 
concern for the NAVB* • safety, Rod Walker 
/^s able to obtain custody of th* main hmnk s 
■■md to operate It as the NAVB - West, 
and I exchanged copies of designs ^hich 
^«re not in both banks * established 
contacts with the Overseas banks. There 
axe 4bout 300 variants on file with NAVB- 
W*»st , md 1 hjive about 100 ©n hand In the 
NAVB -East, If anything should happen to 
either of m Q #r if either b&nk should b$ 
destroyed by flood or fire, one Bank could 
be reestablished by photocopies from the 
other's files, 

Wa &iso established a division of 
labor. For example, Rod prepared the NAVB 
Catalog, called ARDA #2^ *;hich is a com- 
plete listing of all the games m hand 
in the Bank, for the use of GM*s and players 
wishing to play or study variants? I becum© 
the cont act point for conmuni cat Ions between 
the world's variant banks . It is easier to 
channel such communications through one 
person, especially with postage costs beimg 
so high,, Another project i»s b<een to f iet 
up a variant bank 1b Canada, so that Can- 
adians can purchase -variants In their 
currency, This w&s still under fo«atl« 
At the tlM this is to tag written. 
* * * 



Sat ended, Either Areas, Global, Fantasy and 
Space, Within each »jor heading, there 
needs to be subdivisions for the iim per- 
iods Involved, Hartley Patterson came up 
with a written proposal on this back in 
1975. A committee was then formed under 
the leadership of Con I'm d von Met ska, to 
come up with a definitive system, Pulsi- 
pher, Vedder, Walker, myself and others 
all contributed our knowledge and sugges- 
tiona. In a publication called TALABWO, 
Von Meiske pre- posed a detailed system of 
"Variant Numbers." Uh fortunately, this 
came to naught. Conoid &*sd the cossni ttee 
could not get the support of the Miller 
Numbers Custodian, Robert Sacks, for this 
concept, Sacks had his own ideas on how 
the volants should he categorised. He 
held that no one except hisaself had the 
authority to introduce a new system, 

At one point, there appeared to be m 
4&ng&r that two different seta of variant 
designators would be issued at the same 
tisaej Miller Noa. by S sacks, and Variant 
Numbers by Von Metxfc*; (In fact, I used 
a Variant No, for ny At 1 ant lea II garae 
in BUSHtf ACKER). , To avoid this breakdown, 
Malt Buchanan, then publisher M DIPLOMACY 
WORLD, suggested that we hold a worldwide 
.referendum of all Diplomacy publishers, to 
see whether they would support Sicks or 
Von .fctetxke as the official issuer of variant 
postal g&ae designators, (This was dons in 
December 1976*) Itader Waifs supervision, 
I mailed out the ballots and a neutral 
third party wto was above reproach {Doug 
Beyer lein) counted them on their return. 
The referendum settled nothing, m there 
was &n #xaet 50% division of support for 
®&ch party, (.There were a high number of 
abstentions, presumably *-rom those pub- 
lishers ah® weren't int "*st«d in variants) , 
<Unhappi2y, the air had be^n poisoned by 
charges and counter- charges , Soon after 
that, Von Matzke withdrew fras the field, 

In IU7S, Der Garvey of Cork, Ireland, 
appeared &n the scene with a new classifi- 
cation system. This used a double designs* 
tor for each variant. One was for the saap 
or sci^arioj the other for the type of aisles 
used, Drawing on his own collection, and 



For saany years, n^^^ml people deeply 
interested in variants have mxt to estab- 
lish a re categorization of th* gsmes into 
several logical classification. The i&mjor 
headings would be by type of gwae, such as 
Rule Chaiages with .Regular 8oa^, Europe 




theaa of it* nwnl mximt banks, Sarray 
had soon classified ISO variant* under his 
ayate*. As he was a eoeiputer pregTaasaars, 
he had this all on tap**, He was abla to 
call up the information sither alphabet- 
ically, by Variant Nu»b#r t by author § ©r 
by country of origin, Aa of February I979 g 
with the cooperation af the other Variant ' 
&&nk Custodians, this ays tea *a* about etsa* 
plate, Thssn* Garvey cut of £ frost tha 
wosli by tha 19-week Irish Postal strike. 
$y the tine tha strike had anded* Garvey 
h&& fallen in love t and ha shortly dropped 
out of tha hobby, End of tha variant nue> 
bar ayetaa. 

Walker wmt ahead &n hia mm md pub- 
lished tha NAVB Catalog (ARDA #2) at the 
«md of 1079, Thia lista «v«*y gaae avail-* 
afela in tha HAVB^ a?»d tha coat of saae. 
The variants ara iistad both by category mi 
alphabetically* for ease af finding* tod 
4wd* u*a of tha -msk done by Von Metike 
-and Ga rvey # but did not fallow their pat- 
tama geasp lately. There &r« ^ora eat^gorias 
'**nder tha ARDA sysiaa th&n were soratesiplated 
zander tha Variant. Htasbar scheae* This ought 
to &ake it a&sler far tha prospective buyer 
to fis?,d exactly wfmt he <#ants« However, 
tha addition of isore cat^gori^a mke* it 
saore difficult for an observer to deter* 
wine tha datura of a §m® in a sine fsron 
it a d#sigpnator* Tha original idea had been 
to establish &bout seven broad categories, 
m&i vith a distinctive letter, §o that 
anyone who was into farianti wu Id immil«* 
lataly knmt into which classification * 
g&jee fall* (Its la can Adnaally foe dona if 
polishers would xismzswbQt to show the gaya 
@f #ach variant ?hen they publish the gsST 
'■results* If would taka only a second to 
sh©* ilsa ^i«e after a bunch of nuabere and 
lattaya. I think thia would raaiiy increase 
tha inteareet In variants, guys,) In any 
s&se, mb®dy **id that tha kWk Catalog 
li j^wf«ct # but it ha* one o'varwhalaing 
advantaga &var all otl^r oparationa - it 
ii in oparationl 

;%*^whiia, Crag Cssstlky&n hmd mplmc^i 
&b«ft Sacka as tha Millar Nnab«r Custodiiuii 
in Jfama A waaniragful dialogue waa 

b^giin) batita®n hiv and tha Variant E&'i* 
O^ttodian*. This t® a auccaaaf»jl 



3$neii*ji©n t , If all go«s aeto^ing-to plan, 
Malk^r will aocpand tha A1RDA Catalog to in- 
eluda all known variants,, §nd the ARDA 
noMnealtura *ysta« will bm usad by tha WNC 

to designate postal variant gaoes, 
beginning January l t 1981^ The Variant 
lank a will identify all tha gases in 
their filaa by tha %wm »«ft of designa* 
tors* Thera will probably fea no attempt 
to ra-niifisber tha older fK?aital ga»es f 
although any pubbar with tm ongoing ga»a . 
started in 1980 or sariitx will have tha 
option of obtaining a rm« nvmber* Tha 
chances are that tha tiila 'Miller Nunber 1 * 
will continue to bm med m a generic ten 
for the nn»bar ias^d to n specific postal 
i'&na section, 

I hava sau?i abotit half of tha 600 
Imtw variants. This r>v&&n>r inctiKies a 
separate comt for mmch version ®f a ^ar» 
imt $ such as the 12 wMions of tha 
Y&Ufig&toim Variant m& the four versions 
^f the Ciina ®-»Mm Gmm. They vary fro» ' 
®%t®llmt to mtfnl * Th®y cover ^very 
historical period md half the areas ©f tha 
mrld, If y©ur curiosity ii whettod^ write 
to Walker for a copy ®£ the AKDA Cat- 
^l^g, Tha cost in $1„00 6 Hii addr^aa lis 
1273 Crast Driw, Uncial tana, Califomia 
im 92024 * 
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A VARIANT FOR THOSE TOO REALLY LIKE TO NEGOTIATE : 




MARK BE RCH 

The vast majority of variants alter the 
tactical environment of the game. The board 
is altered, additional pieces are introduced, 
ax what the pieces can do is changed, A 
very few try to change the diplomatic en- 
vironment, e e g 0 the various "blind" and 
5 'anonymous" games. These usually reduce 
the amount of meaningful negotiations""wfiich 
can be done* What, is needed is something 
which will expand the possibilities for 
diplomacy, while leaving the rest of the 
game's rules relatively undisturbed: 

SITCEDANEUM! 



1* The 1971 Rule-book applies except &s 
follows : 

2, In addition to primary orders for one's 
own units, each player with S„C. 3 's may also 
submit 1) One set of secondary orders for 
another country's units and 2) A preference 
list, from most trusted country to least 
trusted, 

3, If and only if no secondary orders 
are submitted for a given country, then 
that country's primary orders are used* 
If several .sets -are .submit ted 9 the one 
coming from the person hightest on that 
country -s preference list is used, 

4 , Jo ke orders, i ^po ssible o rd e t s , md 
unordered units will all be listed as the 
emit holding . In general , the GM will keep 
secret any facts about the identity of 
those ..'/ho have .submitted the orders used, 
censoring press if necessary. Notwith- 
standing the above, a. standby Bay be called 
in case a player fails to submit any orders • 



5 a Whsm the game Is down to two players, 

the provision for secondary orders vanish, 

A few co imaent s are in order. As a 
practical matter, once a preference list 
is filed, it need not be repeated only 
updated if a change occurs, Note that if 
secondary orders are submitted only for 
some of the units , all primary orders are 
stTTl voided; the remaining units are just 
listed as holding. Similarly, if W02 and 
SOS are called fox (seasons combined) , and 
the escondary orders to be used for a given 
country have only WQ2, then the units hold 
in SO 3, 'Rule 4 is there to give the players 
the maximum freedom to misrepresent who did 
what, without in any way involving the CM, 
Note that the proxy feature applies" only to 
the orders | not to any draw or concession 
votes „ 

What does this variant have to offer? 
For the Of, since the rules are fairly sim- 
ple, it won't take much additional time to 
tJM, and shouldn't cause additional errors 
(a saarked contrast to many variants). It 
is not that essential (though it is desir- 
able) to replace dropouts ff since those 
units cam fight on. This is nice, because 
standbys are sometimes difficult to find 
for variant games,, Also, the CM my amise 
himself by reading the unused orders,, 

For the non-playing spectator, this Is 
e&sy to follow, as it requires no special 
map, and has rules that, once learned, are 
easily remembered. As the game should be 
relatively unpredictable, it will be great 
£vm to watch. 

For the player, it provides for greatly 
enhanced negotiations! range. Reasons? 6 . 



!„ There is saore to discuss- In addi- 
tion, to the usual primary orders 6 o \e mast 
discuss who the secondary orders ash mid be 
written £ox d and what they should 

2, Unless you have no ©nemi@$, a order 
to get something done, you will probably 
have to persuade a oaeone to 4© it for you* 

3. It is critical that you know "ust who 
your real friends are. That preference ^ 
list is going to select which set to us« 

if mcxt than one are submitted, mid the 
wrong choice could be catastrophic, 

4, Far away countries cannot be ignored. 
Indeed f one of the frustrations of standard 
diplomacy is that ©vents on the other side 
of the board are sometimes isoportsmt,, but 
difficult to affect, England may need an 
A- I war, but will find it hard to promote. 
Here though, you can do it with some well- 
timed secondary orders* And they have a 
decent chance of being used since, not 
being a known enemy, you won't be near the 
bottom of his list, 

5. Minor counties can no longer be 
ignored, as they still have the power to 
command many pieces via their secondary 
powers. As such, these countries can be 
very useful — or very dangerous. 

The net result of all this is to 
greatly add to the negotiations needed, 
and I advise players signing v$ for this 
to treat it as two games, for the purposes 
of planning one's game load. 

note that the secondary orders can be 
used for two divergent purposes: protection 
of one's ally or thwarting one* s eneny. 
This is not an easy choice, as either could 
be useless (unneeded or ineffective^ re- 
spectively) . Many types of deceptions 
are possible. Having agreed to protect 
your ally, you might instead harm another, 
gambling your ally won't need it, and 
won't even realize your perfidy „ Or you 
might deliberately flaw your pxim&ty orders, 
hoping to misrepresent them as someone 
$ise* s secondary orders if they are used. 
Winters are especially inportant, «s failure 
to build will cripple you for at least 2 
^ore seasons. I'm sure that you can think 
of other angles, Finally, its ©asily 
adaptable for FTP play, especially if you 
are looking for a "wilder" game, Jtale 4 
will be lost, though, imless you have a 
available. 




Note also that x£ there are fewer than 
the full seven players, one can still have 
a "full board" game, since the odds are 
that the unas signed country will have some- 
one writing proxy orders for it, a coin 
flip being used to determine priority . 

I will be acting,, at least temporarily,, 
as a clearinghouse for those who would like 
to try this game, I am particularly inter- 
ested in organizing a "demo" gaine of this 
variant , Players participating would have 
to keep some minimum amount of commentary,, 
The GM would have to keep records as to 
which country wrote the orders used (not 
a lot of work). At game's end, these 
materials would be turned over to the 
commentator. The game, and its commentary, 
would thus be reprinted, possibly in DW. 
If you are interested as a player, GM, or 
commentator, write me (Mark Berch, 
492 Naylor Place, Alexandria, Virginia 
22304) . 

— - Important 

ALL SUBSCRIBERS PLEASE NOTE • 
The number on your address label is 
the issue your subscription expires. 
Those that have an asterik indicates 
the old rate and you have been credited 
with three issues. If you wish to 
renew, the forth issue will be sent 
for $1.00. 



BACK ISSUES 



Yos <; you can still receive back issues of 
DIPLOMACY WORLD, but supplies of some of them 
are running out. Issues 3, 4, 10 fi 14-19 are 
available from Walter Buchanan., S025 W. 250 
North, Lebanon, IN 46052. Cost for these are 
$.1,25 each. 

Issues 21-26 may he, obtained from Jerry 
Jones, 1854 Wagner Street, Pasadena, CA 
91107, Issues 21-25 cost $1.25 and issues 
24-26 cost $1.50 each, 



1978~1979 \4riant Awards 

OUTSTANDING PUBLICATION FOR VARIANTS 

Lewis Pulsipher for Diplomacy Games ami Variants 

OUTSTANDING VARIANT GAMES MASTER 

Gregory Costikyan in Urf Durfal 

OUTSTANDING VARIANT DESIGN 

Steve McLendon for Holocaust 

OUTSTANDING ARTICLE ON VARIANTS 

- no award - 

GENERAL CONTRIBUTION TO VARIANTS 

Fred Davis t Jr. for designing variants 

SPECIAL AWARD 

- no award - 

ROBERT E. SACKS, Secretary 

for the Variant Awards Panel (1978-79) 

of the Diplomacy Variant Commission 

Gregory Costikyan 
Raymond Heuer 
Fred Hyatt 
Rober Oliver 
Robert Sacks 
Rod Walker 



It is nice to see that DIPLOMACY WORLD is well represented in these 
awards, Lewis Pulsipher is the Rules Editor for variants printed in DW 
and Fred Davis is a fairly regular Contibutor with his largest effort to 
date in this issue . I am extremely pleased Kith the selection of Steve 
McLendon* s variant $ "Holocaust." It was the first variant that X published 
when I took the reigns as DW ? s editor. 

If you would like to have a say in the awards for 1980 then all you 
need do is to copy the ballot on the next page and nominate your choice 
for these awards. 



VARIANT 
AWARDS 

Nomination Ballot- 

The DVC's Variant Awards Panel for 1980 is required to publicly solicit nominations 
in all categories of award. In addition, the Panel is authorized to fill vacancies in 
its own membership whenever it has less than 7 members . 

Nominations will be considered at my time prior to a decision in the particular 
category, so it is recommended that nominations be filed as early as possible. Doc- 
umentation for nominations is riot required, but would be helpful, 

PI* ase address all correspondence on the Variant Awards to 

Robert E. Sacks 

Secret ary^ Variants Awards Panel 
4861 Broadway 5-V 
NYC, NY J 0034 

OUTS TAN I CNG PUBLICATION (exclusively or in major parts) FOR VARIANTS 

1 - 

2 - 

OUTSTANIiNG VARIANT GAMES MASTER 

1 - 

2 - 

OUTSTAM CNG VARIANT DESIGN 

1 - 

2 - 

OUTSTANDING ARTICLE ON VARIANTS 

1 - 

2 - 

GENERAL CONTRIBUTION TO VARIANTS (may be for events prior to 1980) 

1 - 

2 - 

SPECIAL AWARD (may be for events prior to 1980) 
1 (only) - 



signature 

( ) I wish to be appointed to fill my vacant seat on the Variant Awards Panel 
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2001: 

A Diplomatic Odyssey 



JERRY JONES 

It is the yaar 2001,, All things have 
changed mid all things have remained the 
SiaflJe. President Reagan has come mid gone 
but he ^as able to release the hostages in 
his wn way* An enterprising Steve Mclendcn 
quit his job with NASA, folded his sine „ $md 
began selling jars filled with dirt from 
Iran which can be used as night lights. 

The first wo&an President, Chastity 
Bono-Ailman-Rogers- Fonda f has decided that 
all items dealing in any manner with guns 
or warfare be banned , Hi is included wargaaes 
which, wn fortune »tly # included the game of 
Diplomacy, Aval on Hill survived the crisis 
by purchasing the rights from Mil Um Bradley 
for the games, '"Chute £ and Ladders" and 
"Piggly-Wiggly". 

Diplomacy became the s? in" thing in 
back rooms on the college casspus'* In a 
matter of tine Diplomacy had become a large 
underground gome and it wasn't too long 
before the establishment considered the 
gmme to be a cancer # consuming the minds and 
:^oral fiber of America's y©uth a 

A iMssive crack down by the police 
began and arrests for possession of small, 
painted ^ wooden blocks were all too frequent , 
Police, along with Federal agents s seized 
1000 pounds of diptines a?hen they raided 
Walter Buchanan's hone in Indiana, Estimated 
street value of the %ines '^as said to be in 
the nil Hons of dollars , 

Other homes were hit by Much raids. Rod 
Walker was caught md arrested trying to 
smuggle 25 copies of the newly re -started 
"Claw I Fang", into Mexico, Conrad von Metxke 
was publishing again hut was left alone by 
the authorities since they knew he would fold 
on his own* tee Kendter was arrested and 
charged with "running a numbers racket". 
Mark Berch's home was wilder constant surveil- 



lance mid his phone was tapped but nothing 
could be found. For in actuality, Mark had 
taken his entire collection of Diplomacy it en 
md had fonaed a commune in Southern Utah. 
He did appear from ti-m to time in the under* 
ground Dip sines. 

In 1998, Mark forned the SOS (Students 
for & Diplomatic Socle' ''J *nd was forced to 
flee to Canada during ■ /lots in Baltimore 
at DipCon XXXI. 

When it was announced that the entire 
stock of Diplomacy games had been so i zed by 
the Federal Government and stored in a depos- 
itory in Albany, MY a sasall b&nd of "freedom 
fighters" was formed to liberate the Diplomat 
Contraband, Led by BRUX Linsey^ this troop 
of sen tried unsuccessfully to over take 
the depository. Authorities stated that the 
subversives seemed confused in their attesspts 
and that they found a 48 page manual titled, 
?, ¥oD Houserules for Liberation of Diplomacy 
Materials Stored in Warehouse in Albany, MY" « 
near the warehouse. 

It wasn't until 1999 that the depository 
was overtaken by John Mich &i ski and his "Just 
a-minuteaien". John had been criticised hy th 
Diplomacy community for his advocation anc! us 
of force in the fight for Diplomatic Rights. 
John's fleet of 25 reconditioned B~$2"s 
proved to he too imch for the guards around 
the warehouse. His attack was not totally 
successful, for after the attack the largest 
piece to be found was half of m Italian 
fleet , 

Hollywood bec&sae a hotbed for Diplomacy 
fre&ks who called thensel res $ "Dippies"., Gn 
any given night you could find groups of 
Dippies roaming the streets dressed as Tanrs, 
Sultans Mnd Array Officers, Diplomacy para- 
phernalia shops were springing *.*p all over 
the co \m try but nowhere were they as pre don- 



inate as they were in Hollywood. It was 
possible for anyone to purchase ainpainted 
blocks of *?co d , oari u al s on " Do X t - Y ® u r s elf" 
Diploaacy maps, posters of Allan Calhasser d 
etc. The stores were not the only ime's 
cap it slicing cm the Diplonacy eyas©* Music 
ws inimdatad with Diplomatic overtones. 
Record s&.les were booming and 'Stab Rock* 
was ill th& rage. "We Keep Getting Richer, 
But We Can't Get Our Picture on the Cover 
of Diplomacy World" was .number one on the 
•charts fox five aoaths md netted IConrad 
lUa'i&istar a cool 1.5 million* 

?Iot to be outdone, the -isovie industry 
^•as tu.mir.| <*ut Diplomacy related jaovies 
left and right „ The nost popular of these 
vi's.s she story of an under ground postal 
Diplomacy player entitled, v, £»sy Writer*'. 

Soon the „4nerie«m public was ti rz& 
nf the fighting md the n**ver ending Dipi^mcy 
Piece mxcha-s. The St at a of California passed 
m law allowing citizens of the State of Cal- 
ifornia to sake their own boards and own 
the blocks for ®r*e great power,, It was con- 
;da*rid a landmark piece of legislation for 
the legalisation of Oiplosmcy. 

Mot to long after this legislation 
passed. President Chastity 3„A-R-F was 
i@pe ached when it discovered that ghe 
secretly ti^ed an 18 sinute phone conversation 
;*ith Cliff ton* in yMeh she spoke of the 
brsak-in ©£ the Diplomacy World headquarters. 

wm replaced by Steve McLendon -aho fc&d 
becowe a Kulti&liiicmare md was investing 
in Mseo machines. In an attetapt to Sceep 
3 very owe happy (not to mention the sales of 
.*Amo machines) President McLendon signed 
into law the Postal Diplomacy Act* It was 
flow Is gal to play Diplomacy by mil only. 
This Lepi averytfie happy* t^e DifipifcS could 

play l$g&lly 0 the aati~dippies wr® happy 
because they 3cne*# t s -wt sri th the current 
^st&l Service the &ve rage postal |tise w»uld 
take 27 years to c©spjU*te # the Postal Service 
vras hippy since ih& r»t$s for o?ino» of 
*ec<3ftd cla&ss sail is $43.12 (First class 
ms discontinued in 1989 vhen it fc/as dl3C©v<trW 
that there was no such thing) » m & The 
President was h*£ppy b« cause the price .;>£ his 
mimo stocks were skyrocket ing« 



(Continued from page 6) 

current games to cciopletion. It took two 
years, but ha completed what he started. 
And so, on 8 Novesnber 1980, after 14 years 
ABAC cause to an end* In his last issue 
Hai summed up what AD AG was all about. 
He wrote : 

have never tried to pretsnd 
that A DAG was sore than a ware-' 
house %ine„ I rsevsr had the in- 
c I i nat i on or srafcition to t ry a 1 1 
the other 8S that .aany sines get 
aired in. All I w&s interested 
in was Diplomacy; for that I offer 
•no apologies. Many players smd 
magazines have came and gone, so 
A DAG won't be missed except by 
the p layers t/ho like a gasae- 
xine instead of a siagasine* So 
with all of that I will say, 
eno&gh for today." 

M© will sals s is , 9 Hal . 



( (Yes , sse will miss f-Ml Naus. I knw 
that I vdli # One of the very first games 
that I ever played vas in A DAG. ADAG 8 % 
biggest plus In my book was that it ?f.&$ 
one of very fe^ zhvzs , then and now # which 
placed nore importance the game th^n 
articles. Something the hobby could use 
2$?Gre of, Sowe .toay have cnli^d ADAG ^sre- 
housey^ T. called it £*m 0 JHJ)j 




\\\ 
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({* Cliff Mmn p-yfoliahed the Mptim 
,, ^at*rgate M in the late 70 9 sJ) 



*Goiwoip8 
Rulebook 



MARK LARZELERE 

About a year ago, I was considering 
writing a computer program to adjudicate 
Diplomacy, The first thing I set out to 
do was to see if there were my board sit- 
uations not covered by the Rulebook, It 
turns out that there are several , most if 
not all of which were discovered by others 
previously (notably Eric Verheiden) * How- 
ever, 1 4 ve nowhere seen a rundown of all 
these situations in one article* and 1 
feel such an article would be useful to 
others setting out to write programs, as 
well as to people just curious about the 
subject. I also intend to show here that 
■people aware of these types of situations 
can a on rare occasions 3 take advantage of 
Rulebook technicalities to get mi edge in 
their games « 

The first situation is the question 
of whether or not a country say convoy a 
foreign arssy in to dislodge, or cut support 
given by a smother unit of the saate country 
as the fleet. The following example was 
offered in a poll in VOICE OF DOOM #26; 



EN GLAND : A Bel -Hoi, F Nth C GERMAN A Den -Bel. 
GERMANY: A Den-Bel, A Run S A Den -Bel. 

FRANCE ; A Hoi H 9 

Does the German move to Bel succeed? 
The vote was 13-6 in favor 9 showing a def- 
inite difference of opinion* A related 
question would be to change two of the 
orders; A Bel S GERMAN A Ruh-Hol, A Ruh- 
Hol. 1 feel that if you rule that A Bel- 



Hoi succeeds in the first situation, you 
roust also rule that A Ruh~Hol fails in the 
second, The question appears to hinge on 
the wording of Rule IX. 3 (Self-Dislodgement 
Prohibited) t and Mr . Calhamer' s opinion 
would be quite welcome. The wording of 
this rule could easily be clarified (and 
should be) , 

The second situation is what I call 
the M Se If "Defeating Convoy." It is un- 
adjudi cable. Example #2: 

ENGLAND: A Lon-Bel, F Bng C A Lon-Bel. 
GERMANY: F Bre-Eng, F Mid S F Bre-Eng, 
FRANCE : F Bel S ENGLISH F Eng. 

If the convoy goes, then the support 
of F Bel is cut according to Rule X (Cut- 
ting Support), Hotrever, F Eng would then 
have inadequate support and the convoy 
would fail according to Rule Xll . 3 (Dis- 
rupting a Convoy] - a paradox, 

Th* third situation is taken from the 
example after Rule XII. 5 (A Convoyed 
Attack Does Not Protect the Convoying 
Fleets). 

FRANCE ; A^a^,, F Lyo C A %a~Nap, 

JLj2JL£JL S £t"Jlf £//di5 lodged// 0 
ITALY » v Toh-Tyn'r? Nap* S F Xon-Tytu 

The Rulebook adjudicates this fine. 
But Add French F Rom S F Tyn and A Apu 
S A Spa-Nap M linen the convoy would 
succeed^ ©annihilating F Nap, However, 
there is a paradox as to whether the sup- 
port of F Nap to the move F lon-Tyn is cut, 
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According to Rule X, a dislodged unit * s 
support is cut ^ and according to Rule XIX „5 e 
a convoyed array cannot cut a support 
given against one of its convoying fleets. 

For that example * the paradox makes 
no difference in the adjudication* But it 
is possible to construct an example where 
it does make a difference, which I call 
the "Beleaguered Convoy Example #3* 

ENGLAND : A Lon-Bel, F Wal~Eng f F Irs S 
F *al-Eng, 

GERMANY : F Eng C ENGLISH A Lon-Bel , 
FRANCE : F Bre~Eng, F Bel S F Bre-Eng. 

Without the convoy, F Eng would stay 
in place under Rule IX ,5 (Beleaguered 
Garrison). With it, a paradox appears to 
exist, According to Rule XII .5, the con- 
voy would not cut F Bel's support because 
the support was against the convoying fleet 
«- but then the convoy would succeed and 
dislodge F Bei s cutting its support under 
Rule X, Then you have a situation similar 
to the ''Self-; cf eating Convoy/' However* 
in an article titled "The Alternate Convoy 
Route*' in DW# , Eric Verheiden quotes Allan 
B, Calhamer a saying that Rule XII .5 pre- 
vails, provid Tig an "exception" to the 
Rule X and a t access ful convoy. 

The four h situation is ? and in • s 
Paradox and i' too is unadjudicable. 

FRANCE : A Pi c-Ion, F Eng C A Pic-Lon, 

F Nv?-Nth, F Nwy S F Nvg-Nth, 

F Bu S F Eng. 
GERMANY: A Ycr-Bel, F Nth C A Yor-Bel, 

F W&UEng, F Irs S F ttal-Eng* 

F Lon S F Nth, 

Since F Eng is supported by F Bel 0 
it isn't dislodged hy F Wal , so A Pic- 
Lon cuts the support F Lob was providing 
to P Nth # allowing F tfwg to dislodge V Nth, 
disrupting the A Yor-BeX convoy. But if 
you start the adjudication all over again* 
since F Nth is supported fey V lon^ it is 
not dislodged by. F Nwg^ so A Yor^Bei cuts 
the support F Bel «#as providing to F Eng 4 
allowing F M.al to dislodge F Eng* dis- 
rupting the A Pio-Lon convoy. 

The fifth is subtly different f.wm 
Pandin's Paradox, It is based on having 
one ruling where two convoying fleets are 
dislodged^ and mother where either is 



dislodged (as opposed to Pandin's where one 
ruling wuld have one fleet dislodged and 
another would have a different fleet dis- 
lodged).. 

ENGLAND: F Wal-Eug, F Eel S F Wal -Eng, 
F Edi^Nth, F Lon S F Edi-Ntfu 
FRANCE : A B re - Lon , F Eng C A B re -Lon. 
RUSSIA; A Nwy-Bel, F Nth C A Nwy-Bel. 

It is also possible to construct 
examples of these types involving cycles 
of up to at least 4 convoying fleets, such 
as : 

ENGLAND: F Edi S F Yor-Nth, F Lon S F Pic- 
Eng, F Wal S F Lvp-Irs f F Cly S 
F Bar-Nwg. 

GERMANY: F Nwg C A Nwy '-Edi, F Nth C A Ben- 
Lon, F Eng C A Bre-Wal, F MAO . + 
F Irs + F NAO C A Gas -CI y. 

Who knows how many more examples of 
these types (or even mixtures of these 
types) may exist? 

The sixth situation is the well-known 
"Unwanted Convoy," For example; 

FRANCE : A Pic-Bel, A Bur S A Pic-Bel . 

F Bre-Eng, F MAO S F Bre-Eng. 
ENGLAND: F Eng C FRENCH A Pic-Bel. 

You can -rule that A Pic-Bel succeeds 
unde r Ru 1 e VI 1 , 1 ( Mo v erne n t ) or t h a t i t 
fa i 1 s un de r Ru 1 e XI 1 , 4 ( Asnb i guou s C on voy 
Routes) . If it fails, F Eng can retreat 
to Hoi, 

But there are other cases, which 
are no problem to adjudicate,, where a 
convoy not needed or minted can foil an 
attack of greater force by another power: 

ENGLAND? F Irs S F Wal~F.ng, F WaUEng, 
A Lon-Bel, F Nth C A Lon-Bel, 

A Hoi S A Ion-Bel . 
FRANCE: F Eng C ENGLISH A Lon-Bel, 

Because F Eng Is dis lodged B the con- 
voy falls,, even though England's intent ion a 
are clear and his force superior. Since the 
Rulebook allows you to defeat -an attack by 
making an order to assist it, players 
aware of this technicality may be able to 
take advantage of it on rare occasions . 
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By using an unwanted convoy 9 a player 
can create a "self-defeating" convoy sit- 
uation. For example: 

ENGLAND * F Wal-Eng, F Irs S F Wal»Eng, 
A Lon-Bel, F Nth C A Ion-Bel, 
A Hoi S A Lon-Bel , 

GERMANY: F Eng C ENGLISH A Lon-Bel, f Bel 

S F Eng, 

And by m unwanted convoy, a player 
can create a ''"beleaguered convoy," Add 
the English orders F Nth C A Ion -Bel and 
A Hoi S A Lon-Bel to example #3 and iaagine 
again that he has no need for F Eng, By 
creating unadjudicgble situations, most 
GMs would rule that all units hold,, 
allowing an outnumbered force to defend 
itself, 

'the * ? unwanted convoy 1 * situations could 
be cleared up by adopting the rule change 
Eric Verheiden proposed in the previously 
mentioned article. That is* JS Why not siaply 
state that if, after all dis lodgments have 
been taken into account, a continuous 
route of convoying fleets exists from .in 
army's point of departure to its destin- 
ation t the convoy proceeds, barring of 
course prohibition by some other rule?" 
(This would have the ef fe ct of changing 
the word "any 1 * to "all" in Rule XII. 4), 
Verheiden gives many reasons in that: 
article about why this is more logical 
than the current rule. 

The other situations (aside from 
#1) could be cleared up by adopting the 
chan ge to Ru le .XII .5 that Mr., Ve rhe i den 
suggested in an article titled "Rewriting 
the Convoy Order" in CW#I4: 

"A CONVOYED ATTACK MAY NOT AFFECT THE 
CONVOYING FLEETS, If a convoyed army's 
attack would affect the outcome of mi 
attack on any of its convoying fleets, 
however directly or indirectly, then the 
convoyed attack say not take place ®nd the 
army to be convoyed :mst hold in its 
o r i gijml p o s i t i on . 1 ' 

If you go back through ail the examples 

with these changes in mind, I think most of 
you will consider them superior to the 
ml es as th ey s t and „ Hop e fu lly, th e re axe 
no other t ype s o f con voy p rob 1. ems , 




I oon of fmrrtsr < 
soma foon gunk 



&r© |«ou ^ss® of th® mh-ny a&w Scsianoa Fiction 
std Fantasy O&kn titles aow <w tfca mz3c«t? Do 
you hava tzcubl* kaaplog with all tlmmm a«w 
Fantaay or Scienca rieticas G&a»»? Btw you 
vacantly purati;jui«§d * n*w gava and mrt &ia~ 
a^pointwd in it, wishing that you- «3©uld have had 
& bat-tar idea of how it pl&yad b^sfosre pu sjpant 
yowr a*icd-*arsaad »an«y? Wouldn't it h*v* fc*sm 
gxwat if thas* wis a i»A^*si&e Xtfca '£$M which 
paovidad s««rL<*w» of Selene* fiction and Fantasy 
&&aaa, proi-vi.4i.aq rn&'m i»£omAtica> smA guiding 
■fou in tin.iti.nq the g&gi$ y:>u If «»»t to b«f? 

Whiles w«"ra inmginiiog, ^izl'&'t it ba gx*»t 
if that Mfegasina alao pxpvidad intelligent 
articles on &ssw to better play Sciaiic* Fiction 
«d fantasy Fn-le Flaying and Bo&rd omaa? 
Wall, that a*9*£in« is jwwaingi Titled GK3fHSOM, 
this Science Fiction and raj&t&ay laAgasi*}* 
will ba brovejht to y*»u by tha a ma caiqpmy 
which produces FX ^5 S tha award- 

wisaisg " zemwwmx'm guida* o£ ao«sxd War<gaual^ • 

If your fo<*iatoy j.ncl>;*i#H galeae* fictiom *j*d 
F»atA©y S-ajels&g , this is era* oasg'Sisin© you «ro» 9 1 
»iat to .aias. GUM^l will ba saslaasad in tiis 
suj*»»r of 1380, and you ^-awa sow awrw a 
copy, o>3t ^X&ea a trial »*^es:iptio« for GiefP«0H. 
In timt us%ixj&% Stmt* a , ^@MpJLa csopiaa «^a $2,50 
«8«ch , and a fwissun trial m vih® i^t. i «m ie 
$9.00. .fKoaia 

X»a P\sent« ^ Califojrai& 

9174? 



® 



l_ 





TAKEN FROM EVERYTHING #46 

The latest ia$ue of EVERYTHING , published by Lee Kendter Sr, (4347 Benner Street, 
Philadelphia, PA 19135), had the final listings for 36 postal games . The breakdown 
of wins § draws twit like this : 



The re are a few things which require special notice. The first being the out- 
standing play of Don Ditter, who won three of the .36 fames reported. He won two as 
Germany and one as Russia, Not too shabby I 

The '^-Donn«Just.-Vi/.^t*To-Win«I^Want-Tot&i«Do-iaination H Award goes to Randolph 
Ssryth who *mn the game 1976JG as England, Randolph picked up NINE supply centers 
in 1910 to win the game with 25 sc's, To &-how some of his dosdn&nce, during that 
turn Turkey lost 2 centers, Austria lost 2 -and Germany lost. 5„ 

It. 's not that rare for a garae started in 19 76 to be just ending but 19 76CU 
c aught my eye. The game lasted for four years in real tirae and only S years in 
Diplomacy time. That is a lot of stick toitiveness ! Not on ly was it the shortest 
game listed but it had a sole winner with 18 centers,, Andy lischett took his 
Russian troops to this 18 cent a r win. 

That the shortest ga^e g how about the longest? It too began in 1976 arad its 
number is 1.9 761 F, The £&me lasted 20 game years in Bob Sergeant's ST, GEORGE AND THE 
DRAGON , Doug Beyerlein (Italy) and Mark Berch (Germany) ended this game in a 17-17 
d raw , 



Wins 



IB games 

8 games 

4 games 

3 games 

3 games 

0 games 

0 games 



Wins per Power* 

Austria - 2 wins 
England - 1 win 
France - 2 wins 
Germany - 3 wins 
Italy - 1 win 
Russia - 6 wins 
Turkey - 3 wins 



2* way Draw - 
-5 -way Draw « 

4- way Draw - 

5 - way Draw - 

6- way Draw =• 

7- way Deaw - 




}km for the Winners m taken from EVERYTHING #46 



Player 


. Number 


Country 


Zxne 


0on Flitter 


1975B 


Germany 


Urf Durfal 


Paul Novak 


19 75 AY 


Turkey 


The Maxisnaxu Gazette 


Eric Verheiden* 


1975HW 


Austria 


Graustark 


.Don Ditter 


1976BC 


Germany 


St, Geo m& the Dragon 


Rick Kassel* 


1976BK 




Ruritania 


im&f lischett 


1976CU 


Russia 


Zeppe 1 i n 


Urn Mathi&s* 


1976DD 


Get-mny 


Command 


Robert Ache son 


1976DZ 


Austria 


Envoy 


Denial Plater 


1976E0 


Turk©/ 


The Hixivmm Gazette 


Rudolph Swyth 


19 76 J G 




T© t*> mn 


Eric Verne I den* 


■ I977AO 


Russia 


EFGI/--T 


Don Ditter 


1977CG 


Russia 


St, " and the Dragon 


Mark Taylor 


1977HR 


Russia 


The Mix\snaxu Gazette 


Michael McMlllie 


1978AR 


Turkey 


Grmu stark 


H.D. Bassett 


19 7BAZ 


France 


Claw ^ rang 


David Pierce 


1978FG 


Russia 


Ruritania 


Norm 5chwmrt£ # 


197SIO 


France 


The Dogs of War 


Bill Hart 


1979C 


Russia 


Why Me? 


(* indicates took 


ova? position after 


gauBe had started,) 





Ycu*ve heard me speak of Andy 
Lischett ? s line CHEESECAKE and 
of the artwork it contains, Well 
if one picture is worth a thous- 
and words then I've given Andy 
■4 ,,000 words of praise because the 
four cartoons included in this 
issue come from the latest issue 
of CHEESECAKE that's titled "Allan 
CaThame rs World War I Coloring 
Book". 

DW is always looking for talented 
artists with contributions for DW, 
Make your mark on the world and 
draw for DIPLOMACY WORLD, 




longevity 



JERRY H. JONES 

I suppose one of the things that 
distresses me the most about the hobby 
that we are currently in is the quick 
turnover of hobby members . I wish that 
I could come up with a miracle and change 
that but I do not think that it is in the 
cards . 

I have been, and currently are, in 
other PBM hobbies and the quick turnover 
does not seem to be the way of life that 
it is in the Diplomacy hobby. Maybe it 
is just the nature of the game that people 
don ? t stay around as long as they do in 
other organizations. And it is really too 
bad, I have made a lot of really good 
friends in this hobby, most of which are 
no longer still involved. Some gave their 
last hurrahs, others just faded out of 
view without a word of goodbye. 

So what is it about postal Diplomacy 
that causes a quick turnover? The first 
thought that comes to mind is that you can 
play the same game for only so long, But 
I discount that reason since I know of 
many games that are played by the same 
persons for decades without losing inter- 
est . 

I feel, though, that in part, it is 
the game. Diplomacy is a demanding game 
to play. Many players will attack an 
ally if they do not receive a letter be- 
tween seasons. One must keep on his or 
her toes and maintain a constant line of 
communication with most of the players in 
his or her game in order to be competitive 
If you want to stay in the hobby I would 
suggest that you set aside a time each 
week to catch up on your letter writing. 
And don't over-extend yourself in the 
number of games that you are in so as to 
make this time of enjoyment a drudgery. 



The number of games you are playing 
is very important. Some people can play 
20+ games at one time and never feel the 

pressure while others feel "cramped" with 
3 or 4 games, I may be in the minority 
but I don't feel that it is important 
that you play in only one game at a time. 
It can be very boring and you can lose 
interest waiting for that lone game. I 
would suggest as a newcomer that you 
start off with one game and in a month 
or so begin another. I can hear some of 
the other members of the hobby gasping 
over what I just suggested, but that's 
the way I feel, Find the level of game(s) 
that is you. Don't surpass that level and 
don't drop below it, Make Diplomacy fun 
and not a chore. If you don't feel like 
writing, don't write. If you feel like 
writing a. small note, do so. And if you 
feel like writing a novel, don't expect me 
to read it all. It is your game and you 
are the one to set your particular level 
of enjoyment. 

I would love to say that four years 
from today we will all still be together 
playing Diplomacy, but that is just a pipe 
dream. My only hope is that you will look 
for the pace that fits you and that maybe 
three years from now we will still be to- 
gether 




in one vein or another. 



Que Pasaf 



Since last issue I have had the pleasure 
of browsing through some new and interest- 
ing zines. One of them is Marion Bates' 
PLAGUE TIMES, I have only seen the first 
two issues of PT and so far I'm impressed. 
Published once a month at a sub rate of 
$6 per year. As of issue #2 Marion still 
had openings in DIPLOMACY, You can reach 
Marion at PO Box 381 , Kalkaska,, MI 
46946. 

So you think you've seen it all, well 
until you see PEEK , you haven B t 0 PEEK is 
probably the first step in the direction 
of DippyPom. Penned by a Jane Proskin, 
PEEK is a novel idea whose time I'm not 
sure has come, but it's here anyway , Jane 
talks of her exploits with various hobby 
members , For a peek at PEEK send some 
stamps to "Occupant", PO Box 6824 # Burbank, 
CA 91510. 

January X, 1981 was the date of the 
first issue of THE WHITE DUKE published 
by Steve Shaddix. TWD has a* little of 
everything f rom "Afrika Korps" to DIPLO- 
MACY . Published on a monthly schedule 
at 50* an issue, TWD offers Diplomacy 
games for $2, You can see it for your- 
self by sending postage to Steve Shaddix, 
5486 Butano Way, Rocklin, CA 95677, 

Earlier in this issue you read about the 
last issue of ADAG. Today I read the last 
issue of another sine by a member of the 
hobby who had become an institution, 
Konrad Baumeister. Konrad has folded out 
his zine EGGNOG as of January 25, 1981, 
Inside Konrad explains that he has been 
looking and has found homes for the games 
he bad started. I offer the best of luck 
to Konrad and I hope to hear from him again 



I never seem to say much about siines 
from across the ocean so allow me to cor- 
rect that now. There is one zine I receive 
regularly and that: i CH ANTE CLE R. C is 
published by Francis r s^do. Square Allende 
12, 4200 Ougree, Belgique. I'd like to 
say a lot about CH ANTE CLE R but all that 
I can say is that the print is superb and 
and the zine is very regular, I'd say 
more but the entire zine is in French 
and once you get past parlee vous I'm 
dead. If you can it ad French, this would 
be a valuable addition to your collection. 

Are you searching' for a complete listing 
of DipZines? If you. are,, Michael Mills 
(1585 Quaker Rd., Macedon, NY 14502) is 
just the fellow you should be talking to, 
Michael has a list of lines with a brief 
description of each for the small sum of 
S0#« A very handy guide for those of you. 
looking for a new sine to play in. 

Has a zine up anc left taking your gjame 
with it? Well if it has then maybe you 
should be getting in touch with John Daly 
(Rt. 2, Box 136-MS, Rockwell, HC 28138} . 
John is one of three who are attempting 
to relocate games that have been orphaned. 
Send John all of the particulars you have 
for the game and with a little bit of 
lack you can get back to the business at 
hand. 

Sometimes I forget to thank some of the 
people who send that extra bit of time and 
effort to help the hobby and DIPLOMACY 
WORLD, One of those people I will thank 
now so as not to have another issue go by 
without saying so. Robert Sacks has gone 
above and beyond the call of duty in his 
wo rk in th e 9 Need~ A- G ame ' oo 1 umi * I f you 
want your game listed monthly with Robert 
srsd have it listed on the DW * Need -A- Game 9 
column* all you need to do is to address 
a letter to Robert Sacks, 486.1 Broadway 
V ~ 5 , NY C , NY 1 0 0 34 an d i n fo rm him o f yo ur 
game openings- If you are looking for 
a current listing, I'm sure if you sent 
Robert a SASE he would be snore than happy 
to pass along the roost recent listing, 
THANX Robert , you 1 re doing a great service 
and are a tremendous help to me , 



Glenn Overby is putting together the 
198 1 Postal Diplomacy Census. I am 
asking all publishers to transfer a list 
of their subscribers to Glenn so as to 
isake this as clear and as complete a 
census as possible. Maybe this census 
will get along better than the ill-fated 
1979 census. (23096 Tawas, Hazel Park* 
MI 4 8030) . 

Looking for a FTF game in the Sacramento 
area? Maybe then you should get in touch 
ofith Clark Reynolds (6731 37th Ave. 
Sacramento, CA 95824), Clark has sent me 
ouite a few announcements for tournaments 
to be held in his area but they never 
seem to come at the right time to be in- 
cluded in DW. The latest tournament will 
be February 14th § 15th which has already 
massed, (X love the title of this 
tourny - f St . Valentine's Day Massacre",) 
So don't wait for m to announce it, con- 
tact Clark directly. 

What's this, another zine goes by the 
wayside! After 6 years Tony Wat. ion is 
closing out RURITANIA* Tony's a super 
nice guy and I'll hate to see him leave 
but I'm sure he HI keep in touch. He's 
a personal friend <sf the family and we've 
invited him down a couple of times to 
spend the night, (The only thing wrong 
was that he accepted,) 

Andy Lischett strikes again with another 
outstanding issue of CHEESECAKE. I can 

say without thinking (which is something 
I do quite ( ft en) that CHEESECAKE is one, 
if not the { 33 1 enjoyable sine on the 
mtk&t toda; , His latest issue had the 
"Alan Calhai ?r World War I Coloring Book" 
complete wi" i crayons. If there is room 
in this is si » I «m hoping to include ?so&#e 
of his cart( >ns, if not ask Andy for a 
copy. (302: N. Itevlin Ct, p Chicago, It 
60618) 

I 'had plarned on losing this space to 
mention John Michalski's BRUTUS BULLETIN 
which is a zine I enjoy receiving because 
of its timely letter section. Well I was 
going to plug John's sine but it's been 
over two months since I've seen my n&$m 



inside BB so I refuse to even mention his 
address. Better yet, I ? 11 give you his 
address and when he is swamped with re- 
quests it vrill shame him into mentioning 
my name, (Rt. 10, Box 526-Q, Moore, 
Oklahoma, 73165) 

In the 5th Annual Game Awards voting 
by the readers of GAMES § PUZZLES has 
named DIPLOMACY as the number two game 
for the second year in a row. The leader 
for both years was KINGMAKER, Now I -my 
be mistaken, but I believe that DIPLOMACY 
was No. I three years ago* For those of 
you who have never heard of GAMES £ PUZZLES 
should know that it: is a professional fames 
ssagazine published in Britain. 

If you enjoyed the article about convoys 
by Mark Larzelere then you should be sub- 
scribing to APPALLING GREED « I believe 
that Mark has a set limit to the. number 
of subscribers he wants so if you like 
his style of writing then I would wait 
no longer to ask him for a sample. 
(522 W. Grand River, Howell, MI 48343) 

HOBBY MASCOT? ! ? I Just to show whet 
kind of things come out of Texas I am 
go in g to pass alar g R * ML ch ae 1 Conner' s 
call for nominations for the official 
Diplomacy Hobby Mascot for 1981. I would 
have nominated Tony Watson but now he's 
getting out of the hobby. What the 
heck ^ get off your duffs and nominate 
someone, somebody 9 some thing? 
(3214 Beverly Rd. , Austin, TX 78703) 

There is not enough room in each issue 
of DW to do justice to the backbone of the 
Dip 1 omaey fut ur«,, . the no vices* So i t 
is a pleasure to announce the availability 
of SUPERNOVA 3 t}:e Novice Packet of postal 
Diplomacy, Bruce t insey has collected 
together & fine package of articles 
written by Randolph S?isyth, Bob Sergeant, 
Mark Berch, Eric Verheiden, Rod Walker, 
Fred Davis, Jr., Steve McLendon, Edi 
Birsan e Bruce and many others. The 
package covers ever/thing that you would 
need to know about the postal hobby, 
A must for novices,, Cost is 75 {. 
(Bruce Linsey, Bldg 11, Apt 21, 
Leisureville, Watervliet, NY 12189) 




NEED-A-GAM] 



PLAGUE TIMES 



GRAI5TARK 



Marion Bates, PO Box 381, Kalkaska, MI 46946 
$3 + 12/$6 

DIPLOMACY, KINGMAKER, MACHIAVELLI , THIRD REICH 

John Boardman, 2 34 East 19th St., Brooklyn, NY 11226 
$15 

DIPLOMACY 



WHITES TON I A John Caruso, 42-34 Saull St., Flushing, NY 11355 

$2 + S4/10 

DIPLOMACY, Nuclear Holocaust 

BUSHW ACKER Fred C. Davis Jr., 1427 Clairidge Rd. , Baltimore, MB 21207 

$7 ($3,50 standby) 
1885 II 



LIFE OF MONTY 



ENVOY 



Don Del Grande, 2400 Durant Ave 208, Berkeley, CA 94720 
55^/issue 

DIPLOMACY, EMPIRES OF THE MIDDLE AGES, KINGMAKER, Pythonic, THIRD REICH 

Roy Henricks, 128 Deerfield Dr., Pittsburgh, PA 15235 
$2 + $5 

AFTER THE HOLOCAUST, De adman ($3), DIPLOMACY ($4), KINGMAKER, Grand Tournament 



LDNS 



APPALLING GREED 



Jerry Jones, 1854 Wagner St., Pasadena, CA 91107 
$10 

DIPLOMACY (no standbys) 

Mark Larzellere, 522 W. Grand River, Howell, MI 48843 

$3 ♦ 10/$3 

DIPLOMACY 



ENHAIN MACHA Michael Mills, 1585 Quaker Rd. , Macedon, NY 14502 
$2 + $1 deposit 
Jimmu, Vain Rats. 



JIHAD 



HANSARD 



TORPEDO 



MIKE'S MAG 



BORN TO DIP 



Glenn Overby, 23096 Taw as, Hazel Park, ML 48030 
$4 + 12/$6 

KINGMAKER, DIPLOMACY, MACHIAVELLI, North America 2020 

Robert Sacks, 4861 Broadway 5-V, NYC, NY 10034 
$3 

Par lenient (w/ rules amendment rule) 

Bernard Sanpson, 123 Sixth St., Middlesex, NJ 08846 
$4 + $2 deposit + $5/12 
DIPLOMACY, Victory Point 

Mike Scott, 1726 Cypress Circle, LaVeme, CA 91750 
$3 

CONQUISTADOR, CRUSADES, KINGMAKER, MACHIAVELLI, RUSSIAN CIVIL WAR 

Brad Wilson, 302 Friendship Dr., Paoli, PA 19301 

10/$5 

DIPLOMACY 



SOURCE 
Of 

THE NILE 

Game of African Exploration 
in the 19th Century 

Follow the great 19th-century 
explorers in their search for the source 
of the Nile. Discover mountains, 
jungles, deserts and great lakes in the 
uncharted heart of the Dark Continent. 
Meet and deal with native tribes- 
survive animal attacks, disease, and 
starvation— overcome superstition, 
desertion and disaster to add your 
discoveries to the map of Africa. 



Jjource of The Nile is designed to be an educa- 
tional and challenging game in which players com- 
pete primarily with Nature and with each other. Luck 
tends to be an element in the game but can be over- 
come by careful play. Because the game situation is 
forever changing, there is no single best strategy; 
however, players must weigh risks against gains with 
every decision they make and good judgment will pay 
off. 

The game is played on a map-board showing 
Africa from Khartoum to Capetown and Lagos to 
Mombasa. The periphery of this map, showing the 
territory known ca. 1820, is filled-in; the center is 
blank. A hexagonal grid is superimposed on the map 
to regulate movement and to delimit territory ex- 
plored. In the course of play, each player moves a 
token (representing his explorer) from explored hex- 
agons onto blank hexagons one at a time; terrain, 
native tribes and other discoveries within the hex- 
agon are then semi-randomly determined, with 
allowance made for previous discoveries in adjacent 
hexagons. The player interacts with the discoveries 
{e.g., negotiates with new natives for guides) and 
records them on the mapboard using wax crayons. 
The mapboard surface is erasable; if the explorer dies 
before returning to Europe to publish his discoveries, 
all hexagons which only he has explored will be 
erased and "subsequent explorers will find that his 
discoveries were only rumors 1 '; i.e., when other 
players explore the erased hexagons later they will 
have to generate new discoveries there. 

When explorers do return to civilization, however, 
they may publish their discoveries, after which they 



are safe-from erasure. Players may also emulate real 
explorers by withholding some of their discoveries 
since they will enjoy some advantages when moving 
through terrain or dealing with natives known only to 
them. Points are scored for discoveries as they are 
published and once scored will not be lost; if the ex- 
plorer dies or is retired by his player. A player may 
retire his explorer at any time and then start a new ex- 
plorer in Europe. Thus each player may operate 
several explorers in one game, although no player 
may operate more than one explorer at a time. 

Before each trip to Africa, explorers will have to 
raise money to support their expedition. New ex- 
plorers with no discoveries to their credit must do 
this by drawing chance cards for several turns until 
they feel their finances are adequate. Experienced ex- 
plorers can accelerate this process by publishing 
discoveries, which will allow them to draw additional 
chance cards. 

As there are over 420 blank hexagons to be ex- 
plored, the game is not usually played to the bitter 
end at one sitting. Instead a reasonable time-limit is 
set, at the end of which all explorers retire and the 
player with the most points is the winner. The com- 
pfete exploration of Africa— and the final determina- 
tion of the source of the Nile— can be (the result of 
several games, each starting where the last left oft. 
After all, the adventure is in the search for the source 
of the Nile, not in the finding of it! 




This game box includes an expanded version of 
the original Source of the Niie game, which won 
several "Best Game of the Year" awards after 
its initial introduction to the public in 1977. 




<M97« TH£ AVALOM HWX GAME COMPANY, OALTtMOAE, MO. 
PRiNTEO tN USA 



